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EDITORIAL 

What do Atari users do in the summer? No r it 
isn't a conundrum, merely a comment, that 
judging by the almost empty postbag, the one 
thing you do not do is compute. Still we have 
had some fine days and maybe when the 
summer is over — all too soon — you will start 
writing in again. PAGE 6 goes on come rain or 
shine and this issue brings you some more 
good programs and articles. A couple of items 
deserve special mention and the first is Mark 
Hutchinson's article on your chance of fame, if 
not fortune, Do read it it sums up nicely what 
PAGE 6 is trying to achieve. Look out for a 
couple of articles from Mark in coming issues. 
Next take a look at the second part of Phil 
Griffin's article on Memory Mapped Screens 
i and in particular the demo program. It is a bit 
long for a demo but if you type it in, you will 
find the basis for what could be a very fine 
game* How about one of you adding some 
Players and Missiles and letting us have a new 
game for a future issue. 

What gets you excited about Atari 
computing? As far as 1 am concerned, getting 
new programs in the Public Domain from 
America and elsewhere is one of the most 
enjoyable things which has come from starting 
PAGE 6. They may not be as good as 
commercial programs, but they bring new 
programming ideas and what's more they are 
free (well almost). Evidently you, the readers, 
do not share the same enthusiasm for not one 
person has, as yet, responded to the plea in the 
last issue for some programs to exchange. So 
what does get you excited Atari-wise? 

Last issue 1 mentioned that we would be 
publishing a definitive list of Atari related books 
but you wil l not find it here. 1 did not realise just 
how many books there are — the list is now over 
50. That would take up too much valuable 
space m the magazine but if any reader would 
like a copy of the list, please send 50 p to cover 
the photocopying costs and a large stamped 
addressed envelope. A list of over 50 Atari 
books will then be yours. 
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NEWS and VIEWS 



First the BAD news. Remember those super 
new machines mentioned in the last issue? 
Well, according to one of the trade papers, Atari 
(UK) have no plans to introduce the 1400XL or 
the 1200XL in the U.K, That's not too bad but 
the real stunner is that when they introduce the 
1450XLD they are going to strip out the modem 
and voice synthesiser, Apparently they say 
there are compatability problems with the 
modem (comments please from Atari owning 
GPO technicians) and voice synthesis is not 
something that the British market wants! Atari 
thereby deal themselves another body blow as 
far as the British market is concerned. 
Communication between computers is going to 
be a big thing in the next couple of years and 
another manufacturer is going to introduce a 
machine with voice synthesis. In fact I believe 
that the BBC already has the facility although I 
don't know if the chip is currently available. 
New buyers are impressed by technology 
which hits them in the eye and what could be 
more impressive than a machine telling you of 
it's own features? What happens when all the 
software using voice synthesis starts appearing 
in the States? Atari surely cannot realise the 
amount of Third Party software that is bought 
by U.K. owners. Think again, Atari. 

Recent software which is NOW available in 
the U.K. includes BLUE MAX (32K)— a WW1 
flying game with 3-D graphics like Zaxxon, and 
SHADOW WORLD (32K) both from Synapse. 
From Datasoft, O'RILEY'S MINE (16K)— a Dig- 
Dug type game- A new one from Infocom — 
WITNESS (48K) which is a follow-up to 
Deadline. This one is a whodunnit based 
around the classic murder mystery novels of 
the 193Q's. Pm ANIMATOR from Don't Ask— 
reputed to be the finest player-missile utility 
yet. From Santa Cruz, TRICKY TUTORIALS 8/9/ 
10 (all 16K) on Character Graphics, GTIA and 
Sound Effects. 

Coming soon . . . Word Wizard, Script Wizard 
and Money Wizard, all on ROM from Datasoft 
and six new titles from First Star Software who 
brought you the excellent Astro Chase. These 
are BRISTLES, RENT WARS, FLIP-FLOP, TOP 
SECRET, SAVIOUR 1 and DANGEROUS 
CARGO. At the time of writing, none of these 
products were available, even in the States, so 
be patient. • 



User Groups/Contact 



* * *From USA. ★ ** 

We are pleased to be able to feature in this 
issue a column written specially for PAGE 6 by 
Michael Lechkun of Michigan Atari Computer 
Enthusiasts, one of the biggest User Groups in 
the U.S.A. Hopefully, this will become a regular 
column bringing us news and views from 
'Across the Pond\ 

I will be sending back a column to M.A.C.E. 
and if any readers have any news or views 
which they feel would be of interest to fellow 
Atari Users in the U,S«, please let me know. 

Turn to page 14. 



There is a new Atari User Group in 
Nottingham, or rather an Atari sub-group of the 
Nottingham Micro-Computer Club. Meetings 
are held fortnightly on Mondays at 7.30 p.m. at 
THE OLD ' CHURCH, CASTLE GATE, 
NOTTINGHAM. If you would like more details 
contact Dane Carty on 021-378 2235. 

Merseyside Atari Computer Club now meet at 
the Holiday Inn in Liverpool still on every other 
Tuesday. Phone Roy Gibson on 051-606 9553 
for further details. 

ALEXANDER KELLS of 50 MONTGOMERY 
HOUSE, CLAREMONT ROAD, SEAFORTH, 
LIVERPOOL L21 1AU, would like to correspond 
with anyone interested in Adventures and 
would tike some advice on how to program 
one. Write to him if you can help or want to 
share ideas. 

Someone phoned a while back to ask how to 
get out of the Black Room or Stone Cell in 
Escape from Traam, but I have mistaid his 
name and phone number If you are still in 
there please phone again and if any readers 
know the answer, please write in. 

ATTENTION USER GROUP SECRETARIES. 
Why not write an account of what goes on in 
your group so that others will have an idea of 
what they can do in setting up a group of their 
own? It does not matter how large or small you 
are, other users will be interested in what you 
do. • 
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Dear Les, 

May I ask you to correct an 
error in the Basic Timing 
listing in my article in Issue 4? 
Line 1000 should read 1000 
X=0:M1=1234. The actual 

number that Ml equals does 
not matter since on the first 
run, when X=G, a new line 
1000 is put up on the screen 
which when entered makes 
M1 equal to the FRE(0) at the 
time of the first run. This takes 
care of different memory 
sizes, DOS usage, etc., and 
makes lines 1-7 unnecessary. 

May I also suggest a small 
improvement. Add 1025 ? 
CHR$(125):IF X=0 THEN 1050 
which gets rid of the 'Loop 
now running' before printing 
the results and cuts out irrele- 
vancies on the first run. 

David Harry, 
Solihull 

**/ changed line 1000 for 
testing purposes and forgot to 
change it back! I am also res- 
ponsible for adding fines 1-7. 
Sorry! — Ed. 

□ □□□□□□□□ 

Dear Les, 

Firstly, let me congratulate 
you on an excellent Atari only 
magazine, 

With regard to Tony 
Amesbury's letter concerning 
'lock-up', my experience has 
proved to me that lock-up 
only occurs whilst typing in a 
program and then only after 
extensive editing particularly 
INSERTing or DELETEing 
lines. The solution seems 
obvious, be extremely careful 



when typing in new programs 
and use the CTRL INSERT/ 
DELETE keys as little as 
possible, 

Tony Amesbury said that 
after he POKEd location 832 
with 6 a program that 
frequently disabled his 
machine was OK, Well, 
location 832 controls the IOCB 
and when the machine is 
turned on it is already set to 6. 
Any other number may crash 

the computer. 

John Fallon, 
Birmingham 

Dear Les, 

I read with great 
excitement, the letter from 
Tony Amesbury 'could POKE 
832,6 be the answer to the 
famous Atari lock-up?'. No 
such luck!! 

If you type PEEK(832) when 
you power up, the computer 
tells you that 6 is already 
there. 

Why isn't the Revision B 
chip available in England? I 
believe this chip solves the 
problem, 

Stephen Taylor, 
London 

** ATARI do admit to the lock- 
up problem but do not offer a 
solution. In an update to the 
BASIC Reference Manual they 
say " Note; Large amounts of 
editing may lock-up the 
system. It's recommended 
that programs under 
development be stored to 
cassette or diskette periodic- 
ally (every 30 or 40 edits) with 



the SAVE or CSAVE com- 
mand. " 

□ □□□□□□□□ 
Dear Sir, 

I received the first three 
issues of PAGE 6 and found 
them to be of great value. 

I think that the information 
needed by the majority of 
Atari ans Is the simple tutorial- 
type articles and hence I 
would like to suggest you 
dedicate more space to the 
Getting Started and First 
Steps sections. Your in-depth 
software reviews are 
excellent, congratulations and 
good luck. 

Alan Chaloner, 
Chester 

**/ try to make sure that the 
articles and programs in 
PAGE Scan be understood by 
beginners but it is very diffi- 
cult sometimes to strike a 
balance. Beginners soon 
become advanced users and 
then want more advanced 
articles. First Steps is the 
most difficult column to write 
in the magazine as it is now 
very hard to recall all those 
little things that gave me 
problems in the beginning. 
J he best way to get an 
answer to a particular 
problem is to write to PAGE 6, 
Any questions received wilt 
be published, with answers, 
in the next First Steps column. 
You may have found the 
answer yourself by then but 
your question will help 
someone else. Stuck on 
something? it doesn't matter 
how simple it is, write to 
FIRST STEPS at PAGE 6. m 
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What's Wrong with Fame? 

Mark Hutchinson, Belfast 



A magazine survives because people like it 
enough to buy it. The magazine has to align 
itself with the needs or wishes of its readership. 
In respect of a computer magazine one of these 
wishes is free games, another is programming 
tips. Both are important, especially to 
beginners. Many magazines do however tend 
to get too professional, or too in-depth and so 
cause the amateur to feel left out or unwanted. 
The feeling is then 'My little listing is childish 
compared to that 1 and so another contributor is 
lost and the great sadness is that with a bit of 
encouragement and lots of tips on technique, 
that programmer could well be a future Chris 
Crawford or a new Scott Adams. New 
techniques do not always originate from the 
masters of the art, sometimes you get too tied 
down with the norm and it takes a question 
such as 'What if . . . born out of innocence, to 
open others 1 eyes. 

A professional programmer needs a long 
time to write and debug a new program and 
often does not have the time to experiment. He 
has to rely on people who have the time finding 
out odd titbits for him to use. Guess who has 
the time to fiddle about on the keyboard? Why 
us — you and me — the amateurs. 

I will admit that in some respects I am still a 
child. I really miss those 5 or 6 line programs 
with flashing colours and zaps or bangs. Where 
have they all gone? I remember seeing them in 
ANALOG not so long ago. Will PAGE 6 and its 
readers help to save this endangered species? 

I have included a small listing for this article, 
not with flashes and bangs, just a case of 
putting my bytes where my mouth rs! I hope 
that this will stimulate the rest of you to write 
in. After all, it's a chance to see your name In 
print and what's wrong with fame anyway? 

No apologies are made for the lack of 
neatness in flow, even though I should have 
known better. If you decide to try it out, don't 
write in to the Editor with ' J He should have 
done . . ." Send in your own program instead. I 
am sure the Editor will forgive you if the line 
numbers are not neatly spaced. The listing was 
condensed from another of my programs thus 



explaining the odd line numbers. That's my 
excuse and I am sticking to it! 

1 rem 

2 REM * HELLO DEMO - A LA BBC NEWS * 

3 REM £ BY I 

4 REN '£ HARK HUTCHINSON S 

5 REM MMMMr*M*WWMMr*Mr£iii 

6 REM 

16 DIM D$( J8) iGRAPHICS IB :P i=?00 :P2=95 

9 ! P3=975 : P4=98i sN 1-209 :N2= 100 

26 FOR F=l TO 5:P03ITIQN 0,5:? 

GOSUB REPOSITION 0 f 5:? #6?" M sGOSUB P 

2:NEXT F 

108 FOR X=l TO 18 ; RESTORE 1000: READ D$ 
: GO SUB ?25:P0SITIQN X,5:? H6 ;D$(X ,X> :N 
EXT X 

20@ FOR D=l TO 109:NEXT D 

990 FOR v*=15 TO 0 STEP -0.25: SOUND 0,4 

2,10,V:NEXT U:FOR D= 1 TO 10 : NEXT D 

820 FOR V=15 TO 0 STEP -0.15 s SOUND 0,4 

4, 10,U:NEXT U 

930 GRAPHICS IS: GOTO 20 

900 SOUND 0,NI , 18, 6 i FOR T=l TO 25:NEXT 

T : SOUND 0 ,&,0,0:RETURN 
925 FOR F=l TO SsPOSITION X,5:^ U^X" 
:GGSUB P3;P0SITI0N X,5:? 86;" " : GOSUB 
P4:N£XT F; RET URN 

950 SOUND 0 ,N1 , 10 , 6:F0R T= I TO 30 : NEXT 

T:S0UND 8,0,0,0 : RETURN 
975 SOUND 0,N2,10,6sFOR T= 1 TO 10:NEXT 

TsSOUND 13,0,0,0 :RETURN 
980 SOUND 0,N2,10,6:FOR T= J TO 20 i NEXT 

TsSOUND 0,0,0,0 : RETURN 
985 SOUND 0,N2,10,6:FOR T-l TO 20 :NEXT 

T : SOUND 0,0,8,0 : RETURN 
1000 DATA he! So ATARI owners ■ 



Atari I/O J\\^ 

Atari's own U.K, magazine I/O gets better 
each issue and is available free of charge to all 
Atari 400/800 owners. If you do not receive a 
copy send the serial number of your machine 
together with details of when and where you 
purchased it to Atari (UK) Inc., Atari House, 
Railway Terrace, Slough, Berks. This will apply 
even if you bought your machine second-hand. 

I/O would also like articles, reviews and 
programs from YOU. Write to the Editor, Mary 
Ann Bark — she is longing to hear from you. 
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Target 

Ken Woodward, Abertillery, Gwent 



You are represented in this game by a player 
on the right-hand side of the screen and the 
object is to obtain the best score possible by 
carefully aiming and firing each of your ten 
arrows at the target on the left. If you miss the 
board altogether you are given the opportunity 
to retrieve your arrow. 

A hit in the outer ring records 200 points and 
the red ring scores 300. A bulls-eye is worth 500 
but it is protected by a low-scoring green area 
worth only 100 points. Sounds easy, doesn't it? 
Oh, I forgot to mention that you are in constant 
motion and to make things even harder there 
are random speed changes at the extremes of 
your travel. 

Press SELECT to choose one of the ten levels 
and START to begin to play. Press OPTION to 
review the highest score between games. 

HOW IT WORKS 

The main problem 1 encountered in writing 
this program was how to move Player Missiles 
up and down the screen at a reasonable speed 
in Basic. I found that it just could not be done 
and I have therefore used a machine language 
subroutine from an American magazine which 
moves Players during the Vertical Blank 
Interrupt. The code is poked into page six and is 
called only once with X=U$R{1696). The 
subroutine then executes automatically every 
50th of a second whilst the screen is off prior to 
being redrawn. Locations 1780-1783 become 
registers which hold the Y positions of each 
Player, If for example a 5 is POKEd into location 
1780 then Player 1 will be moved to position 
X,5 instantly. Four players are supported but as 
you will see from the listing I have used only 
two (PLY and PLY+1). Horizontal movement is 
covered by using the normal X registers at 
53248 and 53249 (PLX and PLX + 11, 

The program is well RE Marked so you should 
have no trouble in following the code. Lines 19- 
21 create the custom screen by altering the 
display list. The main loop of the program is 
between lines 160 and 195. Note the use of the 
POP command which should be used whenever 



you jump out of a FOR . . . NEXT loop before the 
loop completes. 

When writing programs I tend to use long 
variable names to make the listing easier to 
read. A couple of extra bytes are used when 
defining the variable but thereafter only one 
byte is used for any variable no matter what the 
length of the name. 

I hope that you enjoy Target and that you 
learn a little from the listing. I have sent in my 
program! how about sending in one of yours? 1 
like to type them in as well 

18 REM ^m^TARGETmm** ******* 

11 REM * BY K.W00DWARD MARCH 1983 * 

12 REM K TEL: (6495) 215222 * 

13 rem 

1? graphics 5:p0ke 710 ,0 :a^peek<560> +2 

56X PEEK (361) sPOKE A+£,6 

20 IF PEEK(A><>66 THEN A=A+i:G0T0 20 

21 POKE A, 70: POKE A+3^:PQK£ A+4,4:P0K 
E A+5,45iP0KE A+*,PEEKCA+7) sPOKE A+7.P 
EEKCA+8) :REM CUSTOM SCREEN 

22 POKE 87,1 POSITION 4,1:? #6; "PLEASE 
WAIT" :F0R W=l TO 568 s NEXT N 

70 POKE 559 3 6 :REM SCREEN OFF 

By G0SUB 1000: REM DRAN TARGET 

S5 60S US 9090: REM V BLANK* PLAYERS 

87 HIGH=0:WHERE^53253 

n REM 

9 1 H ITCLR-5327S : SH0TS= 1 0 ! LEUEL=9 : SCORE 
=0 

108 POKE 37, I ; POSITION 2,1:? ti4:" selec 
t level 

lie POKE 764 ,2 16 i POKE 765,0 ; REM PLAYER 
COL 

139 POKE PLH,33iPQKE PLH+ 1 , 15: POKE 532 
56,0: REM PLAYER HEIGHT 
148 POKE PLX, 194: POKE PLY , 38 s REM PLAYE 
R 0 INITIAL PQS 

141 POKE PLX+ 1 , 194: POKE PLY+ 1,36: REM P 
LAYER 1 INITIAL PQS 

142 IF L£UEL>9 THEN LEUEL=0 

143 POKE 37,1: POSITION 17, 1 #6 ; LEMEL 

144 FOR W=l TO 256! NEXT W 

145 KEY=PEEK< 53279) :P0KE KEY, 8 

146 IF KEY-3 THEN 5101 iREM SHON HIGH S 
CORE 

147 IF KEY- 6 THEN 151 ► 
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148 SOUND 8,59,18,2;FQH W=l TO 28:NEXT 
N:SGUHD 8,0,8,1 

149 IF KEY=5 THEN L£yEL=LEVEL+ 1 ! SCUHE) 
e,28,18,8iFOR H=l 70 SiNEXT WiSOTO 8, 
8 , 8, ft i GOTO 142 

158 GOTO 145 
151 TOTALS 

152? 1 level-' jLEVEL] - seore^iSCORE 

153 7 ' shotiF 'iSHOTSi' toU]f*| TOTAL 

154 I ? ■ ' 

168 REM HOVE BOTH PLAYERS UP/DOMM 
161 REM 

142 N=MT(2*RND(8))+LEUEL+1 
163 POKE 77,8 

165 FOR M0ME=31 TO 148 STEP H 
167 POKE PLY jWGyE:POKE PLY+1,N[WE 
179 IF STRIG£8)=8 THEN POP ;GOTG 296 
188 tfXT 

182 M=INn2SRN0<8))+LEVELH 
193 FOR MGME=13? TO 38 STEP 

184 IF STRIGW)=8 THEN POP iGOTG 288 

185 POKE PLY,NOP£:PQKE PLY+ 1 f HOME 
191 NEXT MOVE 

195 GOTO 162 

288 POKE 623,4: POKE 785,95:REM KTSSILE 
FIRED 

281 FOR HISS1LE=195 TO 55 STEP -4 ! POKE 
PLX*1,MISSILE:P0KE HITCLR,1:S0UND 8,4 
,8,2rNEXT MISSILE :5GUND 8,8,8,1 
2«2 FOR l*=l TO 3i SOUND 9,4,8 ? 8;NEXT W: 

sound e,6,e,&!P0KE disposition 2,1 

263 IF PEEK (WHERE) =3 M) M0ME>56 AND H 
CUEC98 THEN 2418:REM 1W€R RING 




284 IF PEEK (WHERE) =7 THEN 22mm BUL 
IS EYE 

285 IF PEEKWHERDM OR PEEK(53253)=8 
THEN 291fliRei OFF TARGET 

218 IF PEEK (WHERE) -5 THEN 2118 sREM OUT 
ER RING 

228 IF PEEK( WHERE) ™4 THEN GOTO 2318ifiE 
N m RING 

388 ? i? :? :FOR 1^1 TO 189:NEXT H 

385 SHOT9=SWOTS-1^ 1 1 evel- 1 ;LEVEL; 1 s 
core=; ^ SCORE 

386 ? ' .shqtF "; SHOTS; 1 toti]f " ; TOTAL 

387 ? ' 1 

388 IF SHGTS<1 ThEN GOTO 5988 :R£M END 
OF THE PRQfiRflH 

318 POKE 785,8 :G0TO 168 

488 REM SOWO FOR HITS 

481 FOR SM28 TO 1 STEP -2:SOUND 8,5,1 

8,18:NEXT 3 s SOUND 8,8,9,8 



482 FOR S*l TO 5:S0UND 8,Z , Ifl , UsFOR W 
= 1 TO 58iNEXT WiSQIM} 8,8,8, B;NEXT S:fl 
ETURN 

1888 REM QRfld BOARD 
1862 POKE 87,5 

1893 POKE 788,164jC0L0R liPLOT 5,5:DRA 
WTO 5,23 

1818 POKE 789 l 5?:COLOR 2:PLOT 5,8iDRM 

TO 5,28 

1829 PLOT 6,14 

1825 COLOR 1:PL0T 5,Ui0RAWT0 5,17 
1839 POKE 718,9rCaOR 3:PL0T 3,2:DfWT 
0 3,26 

1849 PLOT 4,4:0RWTO 4 f 24 

1858 PLOT 8,26:DFWT0 3,24l0ftW0 7,38 

1868 COLOR l:PLOT 9 t 38sDRMTQ 8,38iDRA 

WTO 9,34:DRf*fTO 79,34 

1589 RETURN 




2688 REM SCORES 

28 14 REM OFF TARGET 

2928 ? 46;'mIsSeD ttfe TaRgEf 

2825 FOR S=l TO 129:SQUND 9,S,ie,18:NE 

XT S:SOLM) 0,0,0,0 

2938 SC0RE=8 

2845 FOR MLK=195 TO 58 STEP -IsPOHE P 
LX,HALK;NEXT 

2858 FOR He I TO 58iNEXT H 

2855 FOR MALK=5? TO 195:P0KE PLX,mLK: 

POKE PL>l,lttLK:l€XT WALK 

299? SOTO 388 

2119 REM OUTER RING 

2128 ? #6; , 0lJTEfi RING HIT ' 

2122 Z=48iGGSUB 488 

2138 SC0RE=288:TOTAL=T0TALtSC0RE 

2199 GOTO 388 

2219 REM BULLS EYE 

2228 ? tt6;'bi3ll5 eye hit 

2222 FOR S= 129 TO 1 STEP -2sS0UND 8 f S, 
18,18iNEXT S:S0UNO 8,8,8,9 

2223 FOR $=1 TO 128 STEP 2:S0LND 8,S,1 
8,19iNEXT SeSQUND 9,8,8,8 

2224 FOR $*12l TO 1 STEP -2:S0UND 8,S, 
19,19:NEXT SsSOUND 8,9,8,9 

2238 SCORE=588 JQTAL=TOTAL*SCORE 

229? GOTO 388 

2318 REM RED RING 

2328 } tt6s'red ring hit 

2322 2=19iGQSUB 488 

2339 SCORE" 3fl 8 s TOTAL^TOTrtL+ SCORE 

2399 GOTO 369 

2419 REM GREEN HI DOLE 

2429 ? 114; "GREEN RING HIT ■ 

2422 2M8SG0SUB 498 



2438 SCGRE= 198 !TOTAL s TQTAL*SC0flE 
2499 GOTO 398 

5688 FOR 1^1 TO 256rt£XT N 

5918 IF TQTADHIGH THEN MG^TOTAL 

5181 POKE 87, IMPOSITION 2 S 1:? Ui'hiti 

JjHIGHj 1 you 1 ; TOTAL 

5192 FOR W=l TO 586:NEXT W 

5183 POSITION 2,1:7 #6;" 

5598 GOTO 98 

9868 REM INITIALIZE VERTICAL BLANK 
9918 FOR 1=1536 TO 1786:REA0 A: POKE I, 
AjNEXT I 

9629 FOR 1=1774 TO 1787rPQKE I,8:NEXT 
I 

9825 REM SET PH6ASE M> ttm PLAYERS 
9938 PfcPEEKU86>-14:PMBASE=256*PM 
98 46 FOR I=fNBASE+J823 TO PMeftSEt2847i 
POKE I , 9 ;NEXT I 

9856 FOR I=FHBASEH825 TO PMBASE+1957? 
READ A:PQKE I,A:NEXT I 

9869 FOR I=PHBASE+!2?1 TO PMEASEM293: 
READ A: POKE l,A:NEXT 1 

9889 PLX=53248 ! PLY= 1 788 : PLH= 1784 
9899 POKE 55?,62?PQKE 623 , 1 s POKE 1788, 
ffl+4:P0KE 53277,3:PGKE 54279, PM 
9198 X=USRU496) 
9119 RETURN 




19898 REM U/BUWK DATA 

168 18 DATA 162,^39,244,6,246,89,56,2 

21 ,248 ,6,249,83,, 141,254,6, 196, 141,255, 

6,142,253,6,24,169,8,189,253,6 

18828 DATA 24,189,252,6,133,284,133,28 

6,139,246,6,133,293,173,254,6,133,285, 

189,248,6,178,232,46,255,6,144 

16838 DATA 16,168,177,283,145,285,169, 

9,145,291,136,282,^8,244,76,87,6,168, 

8, 177,293, 145, 2*5 , 169,8, 145,283 

19848 DATA 288, 282, 283, 244, 174, 253, 6,1 

73,254,6,157,249,6,189,236,6,248,48,13 

3,283,24,138,141,253,6,189,235 

18858 DATA 6,133,294,24,173,253,6,189, 

252,6, 133,296, 189,248,6, 133,285, 189,24 

8,6,179,168,8,177,283,145,285,216 

19869 DATA 292,288,248,174,253,4,169,6 

,157,236,6,282,48,3,76,2,6,76,98,228,8 

,8, 194,16? ,7, 162,4 ,168, 8, 32, 92 

18878 DATA 228,96 

19889 REM PLAYER DATA 

16998 DATA 15,25,49, 17,29,5,13,17,23,2 

14,127,95,15,15,15,15,15,15,15,15,15,1 

5, 15, 15,4,6,6,6,6,6,6, 14, 18 

169?] DATA 3,254,3 ■ 
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Memory Mapped Screens.. 2 

Phil Griffin, West Midlands 



In the last issue, I introduced the concept of 
the memory mapped screen and dealt with 
Graphics 0, 1 and 2. m this article I shall look at 
Graphics Modes 3 to 8 and show a simple 
animation sequence achieved by using POKE 
statements. 

When values between 0 and 255 are POKEd 
into screen locations using Graphics Modes 3 
to 8, a pattern of coloured pixels is produced at 
the selected screen location- Graphics Modes 3, 
5 and 7 allow three foreground colours plus 
background whilst Graphics Modes 4, 6 and 8 
allow only one foreground colour plus 
background. The colours obtained are the 
normal default colours for each mode but they 
can be manipulated by using the SETCOLOR 
command or by POKEing the relevant COLOR 
register, 

GRAPHICS MODES 3, 5 and 7 

These are the '3 colour' Modes and if you 
compare the horizontal resolution from the 
table at the back of your Basic Manual with the 
Screen Memory Locations per Mode Line 
shown in Table 1 of the first part of this article, 
you will see that each screen memory location 
is equivalent to a horizontal block of 4 pixels. 

16 GRAPHICS 3 s POKE 752,1 

26 TL3»PEEK ( 88) PEEK ( 8?) 

30 FOR 1=8 TO 255 

48 POKE TL3, 1 !? CHR*<125) p P 
OKE VALUE OF " ;!:? :? " HIT ANY K 

EY TO CONTINUE 11 i POKE 76*1,255 
50 IF PEEK (764) =255 THEN 58 
60 NEXT I 

Program 1 shows the resultant display for 
each POKE value between 0 and 255. Graphics 
3 has been used for the display, but similar 
effects occur with Graphics modes 5 and 7. 

A coloured reference chart can easily be 
prepared using this program and I have found 
mine invaluable for programming animation 
sequences. 



GRAPHICS MODES 4, 6 and 8 

These are the 'single colour' Modes and each 
screen memory location is equivalent to a 
horizontal block of 8 pixels. The range of POKE 
values, 0 to 255, is again available but this time 
the resultant 'block' is a representation of the 
binary equivalent of the number POKEd, Each 0 
becomes a pixel plotted in the background 
colour and each 1 becomes a pixel plotted in 
the foreground colour. Figure 1 should make 
things a little clearer. 

Display Block 



Decimal 


Binary Equivalent 


255 


11111111 


0 


oooooooo 


242 


11110 0 10 


157 


10 0 1110 1 


73 


0 1 0 0 1 0 0 1 




Figure 1 




I 
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Program 1 can be amended to a 'single 
colour' mode by substituting GRAPHICS 4 for 
GRAPHICS 3 in line 10 and TL4 for TL3 in lines 
20 and 40. 

Graphics Mode 8 is the highest resolution 
Graphics Mode available. The pixel size is so 
small that multicolour effects are possible by 
careful selection of the pixels to be plotted. This 
process is known as artifacting and is used 
quite extensively in America although it doesn't 
work very well on U.K. televisions. For the 
purposes of this article Graphics 8 can be 
considered as a 'single colour' mode. 

GRAPHICS 9, 10 and 11 

These are the additional modes available 
with the GTIA chip and each screen memory 
location is equivalent to a block of 2 pixels. The 
use of screen memory locations is limited in 
these modes due to the size of the pixels and 
animation techniques are best executed by use 
of the colour registers, particularly in Graphics 
10. 
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1466 



1470 



1474 



Figure 2 
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DEMONSTRATION PROGRAM 

Program 2 uses a modified Graphics 6 screen 
to display six 'cities' together with a landscape 
which utilises the text window. The last seven 
lines of the Graphics 6 display have been 
replaced with Graphics 7 in order to record the 
cities and the landscape in different colours. 

Twenty randomly selected laser-bolts are 
produced and if a city is struck, the city 
explodes and is then rebuilt* A score of 555 
points is awarded for each hit and any 
necessary updating of 'score' and 'missiles 
remaining' is carried out before the next missile 
is launched. When all the missiles have been 
fired, a high score is shown and an invitation to 
re-run the program is displayed. 

Every item in the screen display with the 
exception of the laser-bolt is produced by 
POKEing to the screen. Although the majority 
of the routines are reasonably straightforward, 
the following notes may help. 

1. Screen Memory Locations for the Cities 

Figure 2 shows the screen memory locations 
for the last line of Graphics 6 and the first line of 
Graphics 7 in the screen display used. 

The numbers shown are the numbers of 
screen memory locations from the top left of 
the screen (TL6). Locations 1466, 1470, 1474, 
1484, 1488 and 1492 are the start locations for 
the cities and they are held in the array C(1-6). 
Locations 1443, 1445, 1447, 1452, 1454 and 
1456 are used to check whether a city has been 
hit and are held in the array CHK{1-6). 

2, Animation Sequence 

The animation sequence for the city 
explosion is shown in the series of Figures 3(a) 
onwards. Each phase of the explosion is drawn 
on a 7 by 8 grid. The eight horizontal pixels are 
actually made up of two blocks each of four 
pixels width. The values shown by the side of 
each figure are the POKE values to obtain the 
pattern of pixels shown in the default colour 
'yellow/green'. The SETCOLOR statement in 
line 40 of the program changes this colour to 
the 'purple/blue' colour of the city. The 
expressions containing XP in Figure 3(a) relate 



to the explosion routine in lines 1060 to 1160. 

3. Score, Hi-Score and Missiles Remaining 

The variables S, H and IVI (line 30) contain the 
start addresses for the score, hi-score and 
missiles remaining screen memory locations. 
The arrays SC(1-5), HSC(1-5) amd M{1-2) 
contain the actual numerical values. The 
mechanics of updating these values is a little 
com plicated but should be easier to follow if 
you know that the first element in the array 
contains the units, the second element the 10's 
and the third element the lOO J s and so on. 
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Fig. 3(a) City as set up 
in sub routine (line 1020} 



continued ► 



THE PAGE £ AWARDS 



YOUR PROGRAM, ARTICLE OR 
REVIEW COULD BE WORTH £50 IN 
SOFTWARE ! 



In the last issue we announced a readers 1 poll 
to be conducted at the end of our first year to 
find the best programs, articles and reviews 
from the first six issues. Since then we have 
been talking to a few retailers and distributors 
and hope to be able to offer more prizes by way 
of sponsorship — details will be announced in 
Issue 6, In the meantime, if you want to have 
the chance of winning and would like to get 
your name in print, send us a program, article 
or an in-depth review, Don't be shy, your work 
is probably better than you think! 



SEND YOUR CONTRIBUTION NOW 
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FmanCiai CONWITAHT o*J ALL AS*ECT£ OF WNfilQNh LiK CDvtR AMD MNEgfMENTS 

EVEN THE BEST HOME COMPUTER 
CAN'T TELL YOU THE BEST WAY 
TO SECURE YOUR FUTURE 



In some areas there is no substitute for human experience and if 
you require advice on investment „ life insurance, savings schemes 
or pensions, you need the right advice built on years of 
experience . 

RETAILERS — Protect your business by wise investment. 
Protect your employees with pension and medical schemes, 
PROGRAMMERS — Just started your own company? Make sure 
you safeguard your profits and give security to your family. 

USERS — Why not put some of your money into a savings scheme 
and be prepared for all the new Atari technology? 

For free and confidential advice on all aspects of financial invest- 
ment, pensions unci life cover write or 'phone £121-471 3707 (24 
hours). 



Keith G. Hyem, 51, Willow Road, Bourn vilk, 
Birmingham B30 2AT 



Check with PAGE 6 for references 




DUST 
COVERS 



PROTECT YOUR VALUABLE ATARI EQUIPMENT 
WITH A CUSTOM-MADE DUST COVER WHICH 
funlike most things for your Atari!) IS AVAIL- 
ABLE FROM PAGE 6 AT A VERY MODEST COST. 
ESPECIALLY VALUABLE IF YOU HAVE A FULL 
KEYBOARD BUT EQUALLY AS GOOD FOR THE 
STANDARD 400 AND ALL PERIPHERALS. HAND- 
SOMELY DESIGNED IN NATURAL PVC WITH A 
BROWN TRIM THEY WILL NOT ONLY PROTECT 
YOUR EQUIPMENT BUT MAKE IT LOOK EVEN 
BETTER WHEN NOT IN USE. 

Atari 800, £2.95, Atari 400 £2.95. 

Disk Drive £2.95, 822 Printer £2,95 

Cassette £1.95 (Please state if old or new model) 

Also available for all other printers — please 
enquire. 

SEND YOUR ORDER TODAY TO 
PAGE 6, 18 UNDERWOOD CLOSE, PARKS IDE 
STAFFORD 

PLEASE MAKE CHEQUES PAYABLE TO 
ABACUS 



Memory Mapped Screens continued 
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Fig. 3(b) First and final 
phases (lines 1060 & 1 160) 
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Fig. 3(c) Second phase 
(line 1070) 
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Fig, 3(d) Third phase 
(line 1030) 
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Fig. 3(e) fourth phase 
(lines 1090-1100) 
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Fig, 3(f) Fifth phase 
(line 11101 
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Fig. 3(g) Sixth phase 
(lines 1120-1130) 
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Fig. 3 (hi Seventh phase 
(line 1140) 
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Fig, 3(i) Eighth phase 
(line 1150} 
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Memory Mapped Screens continued 



2 REM * DEMONSTRATION PROGRffl FOR I 

3 REM £ WHORY tWPPED SCftEENS I 

4 REM I b y £ 

5 REM * PHIL GRIFFIN - JUNE 1983 S 

6 ren mmmmmmmimmm 

9 REM INITIALISATION 
18 GRAPHICS 9iP0KE 559 f 8:TLB=PEEK(88)t 
256*PEEK<89) 

28 DIM C(6) ,CHK<6) ,SC(5) ,HSC(5> ,Z<5) ,H 

(2) 

36 S*TL0*857:M*TLfl+872sH=Tl8+946:DELAY 
=3e:F0R 1=1 TO 5 sHSC< I ) - 16 :NE>fT I 
48 GfltfHlCS isSETCCLOR 2,3,S:SETC0LQR 
IjS^iSETCOLOR 8,12,14 
56 REH ** MODIFY DISPLAY LIST H 
6F DL=PEEK(568)+256*PEEK(561>iF0R 1=78 
10 84:P0KE DL*I,13iNEXT 1 
78 REM B 1ST SCREEN LOCATION H 
88 TL6=fEEK(88H256)fPEEKt89) 
99 REM DRAW LANDSCAPE H 

188 FOR 1=1541 TO 1748 STEP 48;F0R J=8 
TO 3 ! POKE TL6H+J,255:F0K£ TL6H+J+18 
,255:PQKE TL6+|tJ+36,255;NEXT J:NEXT I 
lie REM X* SET UP CITIES M 

128 DATA 1466,1443,1478,1445,1474,1447 

, 1484, 1452 , 1498 , 1454 , 1492 , 1456 

136 RESTORE 128:FOR 1=1 TO 6: READ A p fh 

C<D*A:CHKa)=S:NEXT I 

148 FOR 1=1 TO 6:60SUe I828INEXT 1 

156 REM H POKE TEXT TO SCREEN M 

189 GOSUB 15ie:B0SUB 1616 

198 REH S* ARRAYS FOR SCORE, ETC. 3fSf 
288 FOR 1=1 TO 5!SCn) = l^fhEXT hM(I>- 
16rH(2) = 18 

498 REM H MAIN ROUTINE U 
588 FOR K=l TO 28;XI=[NT<RND(9)S156>!X 
1=4+3* INT (Xl/8):C0LOR 1:PL0T 7?,8:Dft*l 
TO Xl,72 

51ft FOR J=186 TO 8 STEP -2-S01M) 8 ,J f 8 
,8tN£XT J: SOUND 8,8,8,8 
528 FOR C=l TO 6 

538 IF PEEK(TL6+CHK(QX}6 Th€N GQSUB 



2388 :POP sGCTO 558 
548 NEXT C 

558 COLOR 8:PL0T 79,8:DR^0 X1,72:H(1 
}=N( I) -1 iGOSUB 2128 
568 FOR fcl TO 289:NEXT G:NEXT K 
578 GQSUB 2688 

see for 0=1 to m%imn g 

598 POKE 764,255 :G05UB 1718 

688 IF PEEK(764)=255 THEN 688 

die GOSUB 1530: GOTO 280 

1888 REM U CITY SUBROUTINE U 

1818 DATA 8,8,3,128,18,136,42,168,42,1 

76,178,178,178,178 

1828 RESTORE I818:FQR R=CU) TO CUH2 
48 STEP 48: READ A,B:POKE TL6+R,A:P0KE 
TLd+R+l,B:NeCT R 
1838 RETURN 

1848 REM B EXPLOSION SUBROUTINE ft 
1958 FOR 1=8 TO 3iS0UND 1 ,255- 1 1(28,4,3 
:NEXT I 

1848 FOR [=XP TO XP+288 STEP 48:P0K£ I 
,8:P0KE H1,6:NEXT hGDSUB 2888 
1878 POKE XP+288,2iP0KE XP*29 I f 128 : 
UB 2888 

1898 POKE XPH6B,2:P0KE XP+161,128;P0K 
E XP+126,16 tPOKE XPH21,168:PGKE XP+28 
8,8iPQKE XF+ 28 1,8: GOSUB 2888 
1898 POKE XPH28,2:P0KE XPH21,128iP0K 
E XP+88,42iP0KE XP+fi 1,163: POKE XPM8 , 1 
8iP0KE XP+41 f 168:PQKE XP+ 168,8 
1188 POKE XPM61,8lG0SUe 2888 
1118 POKE XP+88,176;P0KE XP+Bl,178sP0K 
E XP+48,42:P0KE XP+ 4 1,168s POKE XP,lSsP 
OKE XP+1,168:G05UB 2888 
1128 POKE XP+89,42;P0KE XP+6 1 Ji8:P0KE 
XP+48, 168: POKE XP+41,42:P0KE XP,42iP0 
KE XPH, 148; POKE XP+128,* 
1138 POKE XPM21,8;i}QS(JB 2888 
1148 POKE XPM8, 368: POKE XP+41,18:G0SU 
B 2888 

1158 POKE XP+88, 178; POKE XP*81, 178:PGK 
E XP+48,12a:P0KE XP44J,2:P0KE XP,178iP 
OKE XPH,I?8:G0SUB 2088 



1168 FOR I=XP TO XF*88 STEP 48:P0KE I, 
8:P0KE I+ljBsNEXT IsFOR 1=8 TO 3:S0UM> 
I t 8,8 f 8:NEXT I : RETURN 
1498 REM B SCORE/HISS RES ft 
1586 DATA 51,35,47,58,37,2?, Id, 16, 16,1 
6, 16, 8,8, 8,8 ,45,41 ,51, 51, 41, 44,37,51, 2 
9,18,16 

1518 RESTORE 15&8:FGR 1-847 TO 8?2:REA 

D AiPQKE TL8+I,AiNEXT I: RETURN 

1598 REM ft HI-SCCRE ft 

1688 DATA 48,41,13,51,35,47,58,37,29,1 

6,16,16,16,16 

1618 RESTORE 16fl8iF0R 1=933 TO 946?REA 

D A:POKE TL8+I,A:ND(T I : RETURN 

1698 REH ft ANOTHER DEMO ? M 

1798 DATA 48,59,37,51,51,8,33,46,57,8, 

43,37,57,8,52,47,8,35,47,46,52,41,46,5 

3,37,26 

1738 RESTORE 1788 iFQR 1=847 TO 872:flEA 
D A: POKE TL8H,A:NEXT I :R£TUflN 
1999 REM H DEWY SUBROJTINE U 
2888 FOR 1=1 TO DELAY :NEXT hRETURN 
2898 REM n LPDATE OF SCORE, ETC. Mi 
2m FOR 1=1 TO 5; IF SC(I)>=26 THEN SC 
(I)=SC(D-lfl!SC(I+l)=SC(hl)*l 
2118 NEXT I 

2128 IF MUK16 THEN M(I)=25tK(2)=M(2> 
-1 

2138 FOR 1=1 TO 5:PQKE S-N 1 ,SC(I) :NEX 

T [:POKE M,M(1):PQ«E M-l ,MC 2) : RETURN 

2498 REM H 'HIT' SUBRWTIIC U 

2588 COLOR 8:PL0T 79,8:DRAWT0 X1,72:XP 

=€(0>TL6;G8SOB 1658: FOR 6=1 TO 3:SC(G 

>=SC(G)+5:NEXT G 

2518 I=C:GOSUB 1928:G0SUB 2188 

2528 mm 

2598 REM ? NEW HI -SCORE XX 
2688 Z=8iF0R 1=1 TO 5:Z(1)=(HSC(1)-SC( 
I))3(ie A (I-l)!Z=Z+Z(l)i^XT hlF Z<8 TH 
EN FOR 1=1 TO 5:HSCa>=SC(l):NEXT I 
2618 FOR 1=1 TO 5:P0KE H-I+I,HSC(D :NE 
XT I i RETURN 



The routine in line 2600 checks for a new hi- 
score by calculating the difference between the 
existing hi-score and the new score. If the 
difference is less than 0 then a new hi-score 
exists. 

I hope that at least parts of this article will be 
of value to you and will stimulate enough 
interest for you to experiment and include 
similar effects in your own programs. You will 
find that a little time spent with pen and paper 
beforehand will pay dividends when planning 
animation sequences and working out the 
position of screen locations. • 



NEW SOFTWARE 

AIRSTRIKE by English Software Company. First 
of the re-releases of old chart hits! Airstrike has 
gained quite a reputation as being one of the 
hardest arcade style games. It is — and then 
some! Based on Scramble. This has been 
unavailable for some time but is now back at a 
lower price of £14.95. 16K cassette 
presumably — it doesn't say. 

TIME WARP by English Software Company, 
Strange Act ion- Ad venture type program 
running in 16K* Might take a bit of time getting 
into this one. * 
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Across the Pond 

by 

Michael Lechkun 
(Michigan Atari Computer Enthusiasts) 

Hei lo from Michigan 1 We're anxious to hear 
about our felfow A tartans in the U.K. We also 
want to tet you know what's going on here in 
the U.S. 

So, what's the latest from the U.S.A.? I had 
the pleasure of attending the international 
Summer Consumer Electronics Show held this 
past June in the City of Chicago. On display 
were the latest in anything electronic including 
telephones, satellite-TV technology, audio disk 
players, computers and some new 
introductions by your friends and mine from 
Sunnyvale, ATARI Inc. 

At the show ATARI introduced four (yes, 
four!) new computers. They are the 600XL, 
8QGXL, 140QXL and 1450XLD. The 600XL is a 
16K machine upgradeabie to 64K. It has a full- 
stroke keyboard (no more membrane keys — 
yeah I). The 8QQXL is a 64K featuring buift-in 
Basic like all the new machines and also a 
monitor output The 1400XL features built-in 
modem and speech synthesis via a Voir ax chip, 
ft has 64K and like the 600XL and SOOXL is in 
similar style to the 1200XL 

What of the 1200XL? Seemed strange, but I 
didn't see too many there. In fact in three days 
the only one I saw was the one ATARI used for 
demonstration. Anyone who displayed ATARI 
software used an 800. I overheard that changes 
were to be made to physically accept third 
party cartridges and the OS changed to run 
third party software. Another rumour is 
complete phasing out of the unit, but don't 
quote me on any of this. 

The ATARI 1450XLD. Ah, yes. " With built-in 
disk drive, it's the ultimate in integrated 
computer capabilities ", or so say the boys 
from California. Double-sided dual density 
built-in disk drive, 64K and CP/M upgradable 
through access to the serial buss and 
expansion module, ATARI you HAVE been 
listening to us after all! The 1450XLD also 
sports the built-in phone modem and speech 
synthesis capabilities of the 140QXL All the 

continued on page 19 



The Sting 

There are many ways to produce music on 
your Atari but this one is very different. I don't 
mind admitting it gave me quite a shock when I 
ran It! Try it yourself. 

8 REM m**mm****mmm**m*S* 

1 REM S THE STING BY BRENT 80RGHESE * 

2 REM * * 

3 REM * REPRINTED FROM * 

4 REM * ACE OF CQLOMBUS, OHIO % 

5 REM £ MIA ACE OF OREGON * 

6 REM %MWMMM*MMZ%MMMMM$nX 
3 K=300 

9 FOR R=0 TO 33 i READ 2: POKE 1538+R,Z:N 
EXT R 

10 READ A 

21 IF A=255 THEM END 

25 REM SOUND 8 ,A, 18, 18 

38 Z-USRC 1538 , 255- (AS 1 . 3) ,A> 

50 FOR L=l TO 32s NEXT L 

66 GOTO 10 

62 DATA 164 , 164 , 104 , 133,285, 184 , 184 , 13 
3 ,264 ,169 , 255, 141,31,208, 164,204, 136,2 
98,253, 16? 

63 DATA 141,31 ,288, 164,284, 136,288,2 
53, 198,285,208,232,96 

78 DATA 108,102,96,68,36,68,96,68,53,5 
6,47,80,53,47,47,64 

80 DATA 53,68,103,182,96,60,96,60,96,6 

0,72,81,85,72,68,47,53,60 

90 DATA 53, 188, 192, 96, 68, 96,60 ,96,60,5 

3 , 50 , 47 , 68 s 63 , 47 , 46 , 64 ,53 f 60 , 60 

100 DATA 53,47,68,53,47,47,60,53,60,47 

,60,53,47,47,68 ,53,60 ,47 ,68 ,53,47 ,64 ,5 

3,66 

Me DATA 183, 182 

200 DATA 188, 182,96,68,96,68,96,68,53, 
56,47,60,53,47,47,64 

210 DATA 53,68, IBS, 102, 96, 60 ,96 ,68, 96, 

60,72,81,85,72,68,47,53,60 

220 DATA 53,108,102,96,60,96,68,96,60, 

53,50,47,60,53,47,47,64,53,68,60 

225 DATA 53,47,60,53,47,47,68,53,68,47 

,68,53,47,47,68,53,60,47,60,53,47,64,5 

3,68 

238 DATA 68,96,91,85 

308 DATA 188,102,96,60,96,60,96,68,53, 
58 ,47,66,53,47,47,64 

330 DATA 53,60,188,102,96,60,96,68,96, 

60,72,31 ,85,72,68,47,53,68 

328 DATA 53, 188, 182, 96, 60, 96, 60, 96, 60, 

53,58, 47, 68 ,63, 47, 47 ,64., 53, 68, 68 

325 DATA 53,47,68,53,47,47,68,53,60,47 

,68,53,47,47,68 ,53,60,47,60,53,47,64,5 

3,60 

338 DATA 68,255 ■ 
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Squares 

John Massara, Five Dock, 
New South Wales 

Squares is an arcade-type game which 
requires a lot of skill and very little luck. The 
object of the game is to guide an ever-growing 
white line using your joystick and cause it to 
run over the black squares to score 'hits', Each 
hit gives you points according to the frame as 
well as adding another square to the playfield. 
Points are also awarded just for keeping the 
white line moving without hitting any squares. 
After one or two games you will realise that you 
can score a lot more hits by running along the 
side of a square rather than just passing 
through the middle, however this requires 
more skill. You get bonus points at the 
completion of each frame. 

As you progress through the frames, the 
squares get smaller and the line moves faster 
until you reach the dreaded 8th frame where 
the size of the square is the same as a 
GRAPHICS 7 pixel! The game will finish if you 
hit the border or run into yourself. If you run 
into a 'dead end r situation, you can use the 
'escape' option by pressing and holding the fire 
button. The line will stop moving so that you 
can have a good look at the screen. When you 
are ready, let go the button and the line will 
reappear in a new location for you to carry on, 

Finally, if you wish to skip frames, just press 
the OPTION key while playing. 

J REM tt4^^tttt#^4t#44t44itt^^^4t44ttt4f#4l 

2 REM * SQUARES # 

3 REM # by John Massara U 

4 REM # Originally Published by tt 

5 REM # Atari Computer Enthusiasts W 

6 REM # (N.S.W.) 

7 REM H December 1982 

3 REM 

19 FRAME=1;SC=9 rFG=160 

20 SIZE~ABS(8-FRAME> i DELAY* 15/ FRAME : BA 
CK=FRAME+2 : F !NAL= 20* FRAME : COUNTS ; HITS 
=B!SQUARES=@ 

30 GRAPHICS 7: SET COLOR 2 , 0 ,0 ; SETCOLOR 
9 5 0 , 14:SETC0LQR 1 , 1 ,S:SETCOLQR 4 5 BACK, 

4 s POKE 752 s l 

4© DX= 1 f DY=0 :X=?9 :Y=40 : COLOR 2: PLOT 9, 
0:DRAWTO 159*0 sDRAHTQ 159 , 79 s DRAWTQ 0, 
79:E)RAWTQ 0,8 

50 ? " FRAME : FRAME 5 s POKE 657,19:? "H 
IGH SCORE: " ;HS 

60 ? :? "HITS: ";HITSj:POKE 657,13s? H 
NEED: " ;FrNAL-HITS \ sPOKE 657,24:? "SCO 



RE; " ;SC; 

76 A=RND<0) K H0+ 19:B=RND<0) S65+5;C0LGR 
3: PLOT A,B:DRAWT0 A+SI ZE , B s DRAWTO A+S 
IZE , B+SIZE :DRAWT0 A, B+SIZE : DRAWTO A,B 
80 SQUARES=SGUARES+ 1 

99 COLOR 1: LOCATE X,Y,2:IF 7=1 THEN ? 
:? i? " YOU RAN INTO YOURSELF*": 
GOTO 249 

100 IF Z=2 THEN ? :? " YOU RAN 
INTO THE BORDER 1 " 1 GOTO 249 

110 INC=INC+1 

12@ PLOT X,Y:FQR 0=1 TO DELAY sNEXT Del 
F Z=3 THEN 310 

139 IF PEEK ( 53279) <>3 THEN 169 
149 FRAME=FRAME+ li IF FRAME>3 THEM FRAil 
E=i 

156 GOTO 29 

16B S=STICK<9> :IF S=15 THEN 210 

170 POKE 77,9: IF S=14 THEN DX=0 :DY=~1 

180 IF 3=13 THEN DX=0:DY=1 

199 IF S=ll THEN DX=-1:DY=0 

299 IF 5=7 THEN DX=1;DY=0 J 

210 IF STRI6(0)~1 THEN 230 

220 X=RND(9>* 150+2 :Y=RND(9>*70 +2: GOTO 
219 

239 X=X+DX:Y=Y+DYiG0T0 90 

240 FOR H=l TO 1090 sNEXT W:IF SOHS TH 
EN HS=SC 

259 GRAPHICS GiSETCQLQR 2, 11 ,4: SETC0L0 
R 4, 11 ,4:SETCOL0R 1, H , 19 ; POKE 752,1 

260 POSITION 14,5:? " GAME OVER " :PQS[ 
TION 10,?:? " YOUR SCORE s " ;SC 

270 POSITION 10,11 :? » HIGH SCORE: 11 ; 
HS 

2S0 POSITION 5,15:? "Press START or 
FIRE BUTTON " : POSITION 13,17:? "for a 
new game" 

299 POKE 755,0: IF PEEK< 53279) =6 OR STR 

TG<9)=0 THEN POKE 77,8; GOTO 10 

396 POKE 755, 2: GOTO 299 

310 SOUND 9,FG ? 10 s 10:X=X+DX;Y=Y*DY:Si> 

SC+100^FRAME+INCHNC=0:SOUND 0,0 ,0,0 :H 

ITS=HITS+1 :SQUARES=SQUARES+ 1 

320 POKE 657,3;? HITS; : POKE 657,19:? F 

INAL-HITS; " J ' ;;P0KE 657,31:? SC; 

339 IF HI TS< FINAL THEN 79 

349 B0NUS= C 5QUARES-H ITS) * 18 936 FRAME ! SC= 
SC+BONUS i FRAME=FRAME+ 1 

350 ? i? s? 11 BONUS POINTS — > 

11 ; BONUS : FGNFQ-29 

360 FOR E=l TO 4: SOUND 0 ,30 , 10 , 10 :PQKE 
755,0: FOR W=l TO 58: NEXT Hi SOUND 0,0, 
0,0 

370 POKE 755,2:F0R Nl^l TO 30 ; NEXT HI; 
NEXT E 

380 FOR W=l TO 509s NEXT NjGOTO 20 ■ 



This program is reprinted with permission 
from INSIDE INFO the journal of Atari 
Computer Enthusiasts IN. S.W.I 
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ARCADE ACTION . . . MINER 2049er 



Harvey Kong Tin, Hull 

If I were to choose just one game to show 
that the Atari was superior to all other 
machines, Miner 2049er would be it. I would 
just leave the game running unattended for it 
cycles through an introductory title sequence, 
accompanied by the music of 'Clementine' and 
then gives a demo of how you might clear 
Station One and a high score table. 

The game is a derivative of the arcade game 
Donkey Kong but is totally different Miner 
requires you to jump confidently and know 
where to jump to next because you only have a 
limited amount of time to clear each station- 
The theme is that of a space age miner who 
must claim all sections of the framework of 
each station in a mine. The mine is patrolled by 
deadly alien mutants but these can be banished 
in PacMan style by picking up an object from 
the many scattered about and touching them 
quickly. When you pick up an object the 
mutants change into a harmless vulnerable 
form but only temporarily so you must be 
quick, There are ten stations altogether, each 
different and each with their own particular 
hazards. If you plan your journey carefully, you 
do not need to jump over any deadly mutants 
except on Station Ten where you are forced to 
jump them to clear the Station, 

Let's go through the various Stations. 

STATION ONE — The Mine Shaft. An easy 
screen to conquer, just get used to climbing 
ladders and banishing mutants. There is even 
one jump to make to prepare you for the next 
levels. 



STATION TWO— The Slides. A difficult screen 
for beginners. There are ladders, jumping and 
jumping over slides, Going down slides 
unnecessarily is the real killer because you can 
run out of time. 

STATION THREE— The Transporters. An easy 
screen after the last one, just ladders and the 
transporters — Beam me up, Scotty! There are 
some safe drops you can use to save time. 

STATION FOUR— The lillypads. Another 
difficult screen. At first you will have trouble 
knowing where to go to cover the pads, there 



are so many of them. Once you know the 
directions to take, jumping practically all the 
way, you have only one difficult jump to make 
but it will really test how far you can jump. 

STATION FIVE— Advanced Lillypads. Similar to 
Station Four with many pads to cover but with 
slides at the top. You'll have to tread and jump 
carefully to cover them. Finally, there is a 
moving piece to land on— best jump for it — to 
cover the remainder. A word of warning, there 
is one object here you can't have. 

STATION SIX— The Radioactive Waste. At first 
this is another difficult one for having got used 
to running jumps, you here have to make 
standing jumps. There is an all important 
moving piece to ride on to cover an isolated 
part of the screen. Going there is no problem, 
it's getting back, the moving piece is so small. 

STATION SEVEN — Advanced Transporters. As 
the instruction book says This round has got it 
all!' Transporters, slides, moving pieces and 
lillypads. Mapping out this one is very difficult 
as there are so many places to go. Only 
experience will get you through this one. 

STATION EIGHT— The Lift. The first thing you 
notice is the Lift dominating the centre of the 
screen. This is used to access the areas out of 
reach. The layout seems simple enough but 
there are many traps here — places you can't get 
out of once you have landed there. 

STATION NINE — The Pulverisers. Another easy 
layout on first sight but you have to get used to 
the parked moving pieces — jumping off is not 
easy— and going under the pulverisers. There is 
a safe way to negotiate them. 

STATION TEN— The Cannon. You have a giant 
cannon at your disposal To use it you need the 
correct amount of dynamite to blast you to the 
appropriate storey you wish to cover. Storeys 2 
and 3 are not too bad but the first storey is 
difficult. Here on Station Ten you are forced to 
jump the mutants and the major factor against 
you is time, but once the different storeys are 
clear you can confidently gather the remaining 
TNT and thereby start Miner all over again but 
at the next difficulty level — ZONE 2. There are 
TEN zones in all! ► 
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The really good thing about Miner is that it is 
playable many times over but you do have to 
go through all the earlier stations if you are 
stuck on a difficult one, You will need the 
practice anyway to conquer Station Ten. 

Even past Station Ten you will find the game 
challenging, you can preselect the more 
difficult zones 2-10 and see how far you can get 
on these. It is possible to get yourself up to 
Station Ten on Zone 5 but you do need to 
change your tactics entirely as the mutants 
speed up considerably and they don't remain in 
a harmless state when you want to zap them. 
On Zone 10 it becomes impossible to clear 
Station Three, there is no way I know of 
clearing it! 

Jumping has become a part of some of the 
latest games out — Donkey Kong, Pharaoh's 
Curse, Shamus Case II and Jumpman, but 
Miner 2049er ranks as the best Miner is the 
cleverest most imaginative game out. The 
animation is superb as it uses high resolution 
graphics and even the colours of the framework 
of the mine change. Atari's Mario the Carpenter 
in Donkey Kong does not match Bounty Bob in 
quality. 

Bill Hague founded Big Five and started 
producing arcade games for TRS-80 
computers. Miner for the Atari was a complete 
surprise but with the undoubted success of this 
game, Big Five is ready to release more than 
one new title for its Miner followers. Believe it 
or not it will soon be one year since the release 
of Miner 2049er. 

FOOTNOTE: I have since discovered that you 
can type in Big Five's phone number during 
play and then press SHIFT followed by the 
Station you wish to go to rather than go 
through ail the Stations, On zone 10 you can 
only clear Stations 7, 2, 5, ft 7, & so the 
challenges in this game are always present 
even for the experienced player. m 

WHOOPS!... ERROR 17 

Last issue had an error in the Grab An Apple 
listing. Line 1160 should have DL1160 deleted. 




VICTAGRAPH - PLOT WINDOW 

The above photographs show VICTAGRAPH PLOT 
WINDOW and demonstrations RUN on ATARI 400. GR B. 
Have you got PLOT, DR A WTO or similar to an absolute 

coordinate?. 

Could you draw the above screen display?. 
Without using graph paper? 

Place your drawing in the VICTAGRAPH and your are ready 
to plot all the points, using the movable window mask and 
easy to read scale. Plot 0,0 in each corner and a fully 
adju stable wi ndow to 320 , 200 . . . works ng area 1 3 " x B" total 
size 17"x12" appro*. 

Total Price £7.00. Cheq ue/PO to: VICT A CERA MICS 

VICTA CERAMICS(P6) 

6A BOW STREET, RUGELEY, STAFFS. WS152BT 



JOYSTICK 
REPAIRS 




Improve or repair your Atari (TM) 
joystick with strong replacement 
handle inserts. 

Once fitted, joystick gives arcade 
quality feel and durability. 

£2.50 pair, inc. p. & p. 



COMPUTER SUPPLIES 

146 CHURCH ROAD, BOSTON, LINCS, 
PE21 0JX Tel 020550239 



16K Software for Atari 400/800 
{TM} 

1. Mastermind. 7 levels 
2- Hangman/Anagram 
3. Character Generator 

£4.95+ 50p p, & p. 

At least 10% discount off all 
software. 

Ring for best prices. 
E.G. Zaxxon £25.95 





THE GOLDEN BATON 
ARROW Of DEATH Pt1 
ARROW OF DEATH Pt2 
ESCAPE FROM PULSAR 7 
FEASIBILITY EXPERIMENT 
THE TIME MACHINE 
CIRCUS 

From Channel 8 
Software Limited 
51 Fishergate, 
Preston. PR1 8BH. 

Trade enquires welcome 



To: Channel 8 Software Limited, 51 Fishergate, Preston. Lancashire. Pfll 8BH. £Q QC fi c |- 

Plcase sup-pl v me with the following 16 K. Atari Games eat* 



NAME 

ADDRESS. 



I enclose £ 

Cheque! shoul d be made pHyablff to Chjnn* I B Satiwur« Li mi ted. Qtfwaw O^&t Or iter ^Aecetf | j Barc/iycosiS 

II VOU WishtD pay ty V Cred>l Cflrd please entBf v'O-.-r wcyurif nun; lie- he low 
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Vertical P/M Movement 

Andrew Jones, Birmingham 



Moving Players and Missiles horizontally is 
quite easy from Basic using the horizontal 
registers 5324S-53255, but vertical movement is 
a problem as there are no registers for vertical 
movement. Using Basic to redraw the image is 
agonisingly slow and unsatisfactory, so here is 
a machine language routine to move Players 
and Missiles vertically. There are plenty of 
REMarks in the listing to enable you to follow 
the procedure for setting up Players. 

13 REM M VERTICAL PLAYER MOTION X* 

1 1 REM ^ by £ 

12 REM ANDREW JONES H 
23 REM 

100 REM MACHINE CODE FOR UERTICAL 
MOVEMENT 

110 FOR 1=1536 TO 1575; READ A; POKE I , A 
3 NEXT I 

129 DATA 184,104,133,95,184,133,94,160 
,1, 177,94, 134, 145,94,286,208, 192,127,2 
88,245,96 

138 DATA IB4, 104 , 133,95, 104 , 133,94, 168 
,127,177,94,200, 145,94, 136,136,283,247 
,96 

148 UP= 1 536 !D0WN= 1557 

149 REM SET UP PLAYER MISSILE GRAPHICS 

150 M=lfl6iP=PEEK(M> ;P=P-8:PM=54279:P0K 
E FM,P:MY~P*256 

168 POKE 559,46sREM DEFINE DOUBLE LINE 
RESOLUTION 

170 POKE 53277,3 ! REM TO ENABLE PM GRAPH 
ICS 



180 FOR I-MY+5I2 TO MY+639:REM CLEAR 0 
UT PLAYER MEMORY 
198 POKE 1,0: NEXT I 
200 REM SET UP PLAYER 0 
295 X=100:Y=50 

21B PLAYER8=MY+5 12 : REM LOCATION IN MEM 
ORY OF PLAYERS 

22d FOR I=MY+512+Y TO MY+ 520 +Y: READ A: 
POKE J, A: NEXT I 

238 DATA 24,153,255,153,153,153,60,126 

, 129, 129:REM SHAPE OF PLAYER 

248 POKE 794, 175s REM COLOUR OF PLAYER 6 

258 HP=53248:P0KE HP,XsREM STARTING PO 

SITION 

260 SETCOLOR 2, 0,0: REM BACKGROUND 
388 S=ST1CKC0> 

328 IF S=13 AND Y< 115 THEN A=USR(D0NN, 
PLAYER8) :Y=Y+ 1 

338 IF S=14 AND Y>10 THEN A=USR(UP,PLA 
YER0) :Y=Y-1 

340 IF S-7 THEN X"X+1:IF X=220 THEN X~ 
40: POKE HP,X 

350 IF S-1I THEN X-X-1:IF X=48 THEN X~ 
228 

360 POKE JHP,X 

370 GOTO 300 ■ 

This is the first article PAGE 6 has had on 
Player-Missile Graphics, one of the most 
powerful features of the Atari ft is also a 
feature which causes much anxiety In 
beginners. How about some more articles and 
listings from those of you who have got to grips 
with PM Graphics? 



Across the Pond continued 

new models incorporate the HELP key and are 
expandable via the new 7 060 expansion 
module (get out your 80 column boards again!). 

Also new from sunny California are ATARI'S 
letter quality printer (10271 dot-matrix printer 
( 1025) and printer/plotter in four colours (1020). 
A new cassette recorder (10101 direct connect 
phone modem (1030), dual density disk drive in 
the slim line styling (1050) and DOS 3,0 to 
support it Also a trak-balt f touch graphics 
tablet and VCS 2600 keyboard and compuuter 
adaptor — called "My First Computer" and 
under $90— all proud additions to the ATARI 
line. 

You want PAC-MAN but don't have an ATARI 
computer? Well, ATARI won't deprive you of it 
much longer. It's exclusive titles are now 



coming out for the IBM-PC, 7/93/4 as well as the 
VIC 20. ATARI owners will also see DIG-DUG, 
JOUST and DONKEY KONG JR coming out for 
the world's best computer. 

Some other show stoppers at ISCES: 
Coiecovlsion's new ADAM computer system 
and Mattel's AOUARIUS both complete 
systems for a low, low price. Also AMDEK had a 
complete display of monitors and their new 3$ 
inch (I mean Bern) cartridge-disk drive for the 
ATARI. 

If all these surprises aren't enough for you t 
youli have to wait for next winter's show in Las 
Vegas, If you can't get away, watch for my 
report following the show* 



Michael Lechkun. 
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Typo 

by 

William Wilkinson 



One of the biggest problems in typing in 
magazine listings is to make sure that you have 
typed in the program correctly. Many readers 
have asked if there is a solution to this problem 
but there is no magic answer, a lot of care and 
hard work are involved even if you use a utility 
such as TYPO. 

TYPO is used by ANTIC magazine and was 
first published by them in August 1982, It is 
reprinted here with their permission. In future 
we will include a TYPO chart with all but the 
shortest listings in PAGE 6 which will hopefully 
help you to correct those bugs, 

TYPO wilt produce a chart which you then 
compare with the chart printed in the 
magazine. BE WARNED though, TYPO is very 
fussy and you must type in the listing exactly as 
shown — every REM, space and comma, lower 
case etc, must be the same. TYPO will help you 
get an identical listing but you still have to 
search out and correct mistakes. At least the 
line numbers will be narrowed down. 

Here's how to type in the listing. First type in 
the program exactly as shown (including the 
REM) and LIST it to disk (LIST"D:TYPO") or 
cassette (LIST"C:' r ). Next type NEW and then 
ENTER the program again (ENTER"D:TYPO r 'l 
or (ENTER"C:' r ). Now change the number 
32000 In lines 32180 and 32200 to 3250O and 
RUN the program. Compare the chart with the 
printed chart. If they are different check 
through the listing, make any corrections and 
go through the procedure again. When the 
charts agree, change the numbers 32500 back 
to 32000 in the above lines and LIST the 
program to a new disk or tape. This is your 
master TYPO program. 

TYPO IN USE 

Follow this procedure exactly; 

1. Type in a listing from the magazine. 

2. LIST the program to disk (LISTED: NAME") 
or cassette {LIST'C:"). 

3. Type NEW, 

4. ENTER the program (ENTERED; NAM E"l or 
(ENTER"C:' J ). 



5. Change to the disk or cassette with TYPO 
on and enter TYPO (ENTER" D^TYPO") or 
(ENTERS:' 1 ). 

6. Type GOTO 32000. Type S for output to the 
screen or P for printer. The program will 
produce a chart, If the chart agrees with the one 
in the magazine, you have an identical listing. 
Well done! 

7. The chart doesn't agree, does it! Examine 
the lines which do not agree and correct any 
errors* 

8. IF THE VARIABLE CHECKSUM AGREES go 
to step 6, 

9. if the variable checksum does not agree, 
you MUST go to step 2 but you can skip step 5 
as TYPO will already be on the end of your 
program. 

HINTS ON FINDING ERRORS 

If the variable checksum does not agree, you 
have either typed in lines in wrong order or 
mispelled a variable name. See the next 
paragraph to narrow down the area of error, 
and make the corrections. You must now go 
through the LIST/NEW/ENTER procedure again 
to put the variable name table in correct order. 

The Length shown is the number of bytes 
within the program lines shown. The two letter 
code is essentially a checksum of "length" 
bytes within that range. If the length is correct 
and the code is wrong, you have made a 
spelling or punctuation error. Be careful 
though, as ail keywords and operators are 
stored as one byte and the length might stay 
the same even though you type COLOR instead 
of SETCOLOR. If the length disagrees, you have 
added or deleted characters or spaces. If 
nothing obvious shows, pay special attention to 
REM statements, every space must be there. 

TYPO will get you an identical listing 
(eventually) but don't think it will do it 
automatically. You still have to search for 
errors and correct them but at least you will 
have an idea where they are* ► 



TYPO is Copyright 1982 ANTIC magazine. 
Reproduced with permission. 
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320GQ REM *TYPO -from ANTIC magazine S 
32186 CLR :DIM Q$C20) :QF=7: CLOSE ttQF : ? 

"Fi I b for output " ; 
32118 INPUT Of s OPEN #QF , 12,9 ,Q*:QREM=B 
32 13B GCNT=lsFOR QADDR=PEEK< 139) + 25&XP 
EEKC 131) TO PEEKa32>+25£SFEEK( 133) -1 
32140 GSUM=QSUM+ PEEK (QADDR) KQCNTsQCNT= 
QCNT+ 1 :NEXT OA DDR 

32150 ? #QF^UarUb1e checksum = " jQSU 

Ms? *qf 

32160 QADDR=PEEK(136) + 25^PEEK( i 37) :? 
#QF;" Line nuro range Code Length 

M 

32 170 QL I NE=PE EK < QADDR) + 25d*PEEK( QADDR 
+ 1) 

32180 IF QLINE>=32000 THEN END 

32193 QL EN=0 : QSUM=QLEN : QCNT=QLEN i ? #QF 

I " " ; QL I NE , " - " ; 

32230 IF NOT (QCNT<12 AND QLENC500 AN 

D QL I NEC 32^00) THEN 32270 

32220 GLEN=QLEN+PEEK C QADDR+2) :QCNT=QCN 

T+i 

3223Q IF PEEKC QADDR+4) =0 AND OREM THEN 

QADDR=GADDR+ PEEK ( QADDR +■ 2) ;GOTO 32260 
32240 FOR QADDR=QADDR TO QADDR+PEEKC OA 
DDR+2)-l 

32250 QSUM^GSUM+PEEK < QADDR) :NEXT QADDR 

32260 Q$=STR$CQLINE) : QLINE=PEEK( QADDR) 

+ 25<S*PEEK<QADDR+1> jGOTQ 32200 

32270 QSUM=Q3UM-6763(INT<QSUK/676) sQCNT 

=INT<QSUM/24) 

32230 ? #GF;Q* 3 CHR$<*5+QCNT) sCHR*(65+Q 

SUM-262QCNT) " ;QLEN 

32290 GOTO 32180 ■ 



Blaby Computer and Video Games 

★ ★* 

SPECIAL OFFER 

16K Rampack £29.95 
32K Rampack £49.95 



UPGRADE NOW 
*** 

Spectra vision 

'Quick Shot' 

Joysticks £9.95 



A 

ATARI 



Blaby Computer end Video Barnes 

Crossways House, Lutterworth Rd, Blaby, Leicester. 
Telephone: 0533 7T3641 



Typo Tables 



TYPO 



Variable checksum =56796 



SQUARES 



Variable checksum - 586699 



Line nun range Code Length 
32008 - 32269 
32228 - 32798 



MEMORY MAPPED SCREENS 
DEMO 

Variable checksum = 365754 



Line 


num range 


Dade 


Length 


1 


- 39 " 


BH 


562 




- n 


RE 


50 6 


m 


- 2i& 


LL 


462 


22fl 


- 299 


BH 


552 


m 


- 3 79 


BD 


548 


388 


- 388 


U? 


37 



COLOUR SELECTOR 



Variable checksum = 189383 



Line nun 


range 


Cods 


Length 


1 


49 


XH 


419 


99 


518 


UN 


513 


S29 - 


5-40 


OA 


599 


579 - 


ffl 


Ml 


534 


660 - 


1139 


ZP 


513 


119? - 


1289 


CF 


513 



TARGET 



Variable checksum ■ 67813? 



Line nun range 

10 - 22 

79 - 142 

143 - 154 

m - 185 

191 - 219 

220 - 1802 

1095 * 292$ 

2025 - 2218 

2220 - 2410 

2420 - 9910 

?m - 16810 
16020 - 100*0 

104 70 - 16 091 



8F 


514 


Line nun range 


Coc*e 


Length 


HQ 


316 


1 - 46 




565 






50 - 140 


HZ 


511 






158 - 550 


m 


576 






560 - 1050 


VF 


416 


678189 




1966 - 3119 


HP 


569 






1121 - 1569 


SH 


569 


Code 


Length 


1516 - 21B0 


W 


984 


m 


590 


2116 - 2600 


GU 


565 




512 


2419 - 2616 


PW 


49 


IV 


492 








OH 


314 








UV 


539 


THE STING 






HI 


502 








FQ 


526 


Variable tnecKsum = 


78275 




PS 


335 








ft 


490 


Line nui range 


Code 


Length 


LF 


m 


8 - 25 ' 


RY 


372 


00 




3B - 280 


HO 


549 


IF 


509 


210 - 339 


QJ 


494 


PL 


140 
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THE SOFTWARE REVIEWS 



A.C.E. The Atari Cassette Enhancer 

ENGLISH SOFTWARE CO. 4K CASS. 

If you write programs or type in listings from 
magazines and use a cassette, BUY THIS 
PROGRAM before you buy another piece of 
software. Your £7.95 will be the best 
investment you made since you bought your 
Atari. 

What? You want to know why? Well, of prime 
consideration, A.C.E. verifies programs saved 
to tape, that is, you can save a program and 
then check to see if the recording is good 
without losing the program from memory. 
That's not all it does, A.C.E. has a host of other 
features. The program is in three sections 
which need not all be loaded if you do not 
require the facilities of a particular section- 
Option A gives you the facilities of saving and 
loading named programs, verifying, searching 
a tape for a specific program, getting a catalog 
of all programs on a tape and flashing the 
cursor. This section will take 2298 bytes of 
memory- Option B will give, in addition, a list of 
all variables and their current values at any 
stage, automatic line numbering and 
renumbering. This will take 3496 bytes in all. 
Finally, Option C gives you the ability to save 
and load binary files and hex/dec/binary 
conversions, This will bring memory usage up 
to 4148 bytes. As I said, you only need to load 
Option A if you want but you can't get the other 
options without having the previous one, 

When you start a program session, boot in 
AC E. first and just leave it there. A.C.E. will 
remain resident until power-off and can be 
called at any time by preceding a command 
with 6 (above the figure 8 on the keyboard). 
When you want to save your program you can 
name it as you would with a disk drive by 
typing CSAVE "Program Name" and then ask 
A.C.E. to verify that the SAVE was good by 
typing £ VERIFY "Program Name", Your 
original program will remain in memory so if 
the save was bad, try again. No more tost 
programs. When you want to load a program, 
there is no need to know where it is on tape, 
just wind the tape back to the beginning and 
type £ CLOAD "Program Name" or @ CRUN 



"Program Name" and A,C.E* will go through 
the tape until it finds the program and will then 
load or load and RUN it automatically. No more 
problems in positioning the tape exactly. 

The Option B facilities work just as well. 
Automatic line numbering may seem a luxury 
but can be quite a time saver when you get 
used to it, but the real power of this section is in 
the DUMP and RENUMBER routines. Renumber 
is so fast that you have to double check that it 
has been done. It can't change variables if they 
are used as line numbers but a REPORT facility 
allows you to identify all such variables in the 
program and change them manually. The 
DUMP routine will give you a full list of all 
variables with their current values to enable 
you to tidy up or keep track of your programs, 

The Option C facilities are perhaps the least 
useful as you are most likely to have a disk 
drive if your programming is advanced enough 
to use binary files. 

Taking into account that the majority of 
users, in this country at least, will not have disk 
drives, this is without doubt the finest Atari 
utility yet produced. It cannot be recommended 
too highly. Buy one now before English 
Software realise that they have a real gem they 
are selling at a ridiculous price! 

DOODLEBUG 

SOFLOW SOFTWARE 16K/48K CASS. 

Doodlebug is a drawing program which is 
suited to children of all ages (including middle- 
age!) as well as artistically inclined adults. With 
a little bit of knowledge in loading files, it could 
also serve as a very useful utility to add 
graphics to your programs. The program uses 
Graphics 11 to allow you 16 colours on the 
screen and drawings are made by using the 
joystick to move a cursor to the drawing 
position and then pressing the fire button to 
mark a point. Move the cursor to a new position 
and a line will be drawn connecting the two 
points. If you want continuous drawing, press 
the SELECT button. Along the bottom of the 
screen are 16 'paint pots' and you change 
colours by 'dipping 1 your cursor in a pot and 
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pressing the fire button. One very useful facility 
is being able to change the whole background 
cotour by dipping your cursor in a pot and 
pressing OPTION, 

Drawings made are saved to tape or disk as 
files. If Soflow could supply a short listing to 
purchasers which would enable these files to 
be loaded into other programs, then Doodlebug 
would become a very useful graphics utility at a 
very reasonable price. 

If you are at all artistically inclined, 
Doodlebug will allow you to compose some 
very sophisticated pictures and then save them 
to impress your family and friends later. If you 
have kids, just load in the program and give 
them a joystick, it will keep them quiet for 
hours. 

A couple of minor criticisms are the lack of a 
fill command for covering areas you have 
boxed in and the fact that the cursor moves 
very slowly. Perhaps I am too impatient The 
company sent me a tape with a ready-made 
picture and very impressive it was. With a little 
time you should be able to produce similar 
drawings. 

Soflow promise to bring out a range of Atari 
programs at about £6 + 50 which must be good 
news, Doodlebug is a promising start, It does 
not claim to give all the facilities of Atari's new 
Paint r but then it does not cost £30. 

MAGIC WINDOW 

QUICKSILVA 16K CASS. 

Would you buy an Atari program from a 
company whose main products are for the 
ZX81 and the Spectrum? No, neither would I, 
but in the case of Magic Window from 
Quicksilva, both you and I would be missing 
out on a really excellent program. 

Magic Window is a Character Generator 
controlled entirely by the joystick which 
enables you to create any number of character 
sets and save them to tape to be merged into 
your own programs. The program creates a 
routine which occupies lines 0 to 11 of a 
program and you need to only make sure that 



you don't use these lines in your program. 
Ready the cassette with you character set on 
and type "ENTER"C:". That's it. Nothing more 
to do. When you run your program, the 
character set will be automatically changed, 
there is nothing for you to work out. 

The screen display gives you a large 8x8 
grid on the upper left in which you plot or 
unplot points by pressing the joystick fire 
button, and a range of menu options to enable 
you to edit characters from the existing set You 
choose an option by moving the cursor over 
the item and pressing the trigger. Two 
characters sets are shown on the screen, the 
standard Atari character set and the new set 
you have created. You can place images you 
have created anywhere in the new set. In the 
centre top is a small grid which holds 16 
characters altogether so that you can see how 
your redefined characters will look when 
printed next to or above each other. This is 
particularly useful if you need to create an 
Image which is too big for a single character 
You can mix characters quite freely in this grid. 

One of the real joys of this program is that it 
supports the Antic modes 4 and 5 which give 
you the equivalent of five colours on a Graphics 
0 screen. There are limitations though and 
characters are very difficult to design in these 
modes as you are effectively limited to 4 pixels 
width in each character, Using Magic Window 
however takes away all the problems although 
you still need some imagination to produce 
good images. One of the menu options gives 
you Data for the image and this is particularly 
useful in Antic modes 4 and 5 where you will 
probably need only a few characters redefined 
to include in your own program. You don't 
have to use Magic Window's save and load 
facilities if you know the data make-up of your 
new character. 

I find that using character editors still leaves 
problems in design. For example, just where do 
you put all those tails and squiggles to get 
script writing? It is not easy if you are not 
artistically inclined. No problem with Magic 
Window, there are three character sets already 
defined on the tape, just load one in and take a 
look. The character sets are script, a 
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£ S. Software 

61, Redhouss Lane, Bredbury, Stockport, Cheshire. Telephone: 06 f -494 9183 

Send cheque or P»0, payable to C.S. Software. PI ease state tape or disk 



The Search C14-95 




incl . VAT 
& P&P, 

Available 
on 

16k. Tape 
o r 

32k. Disk 



Full colour real time graphic 
adv enture game* Travel through 
a magical and dan gerous land 
making friends or doing battle 
in your quest for the ring* 



Qnmpjfar Qommsij £14-95 




incl .VAT 
& P&P. 

Avai lable 
on 

16k *Tape 
or 

32k .Disk 



Defend the planet Valox from the 
invading Zorkonian hordes in 
this multi-screen all action 
game of strategy. Full colour 
and great sound effects. 



Dealer enquiries welcomed 



HMl 1—1 

!pI JOf/Ldventure 

P IVTFBNATIONA1 (11 K \ 



119 John Bright Street, Birmingham Bl 1BE 

INTERNATIONAL (U.K.) t«i* p Koi»« 021-643 s 102 





• • a « 1 1 IV t«P'l*><9l 






The A3 VEKT'JH ES 










1 . Adventureland 


l7 + 99 


Eliminator 


17 


.99 


2. Pirate Adventure 


1 7 + 99 


Galactic Eapire 


1 it 


.*S 


Impassible 




Galactic Trader 


14 


.49 


Jj . Voodoo Cast Le 


l 7 + -9 9 


Preppie 2 


£5 


♦ »9 


5* The Count 




Preppie 


2 1 


• 99 


6, Strange Odyssey 


17-99 


Pro-Pix 


\i\ 


♦ 49 


Fun House 


17*99 


near Guard f e) 


1 H 


. -U 9 


£,Pyra»id of Dooei 


17. 99 


Hear Guard fd] 


17 


.99 


9* Cheat Town 


17.99 


S.A .G.E. 


35 


.99 


10. Savage Island Part 1 


17*99 


Sea Dragon 


25 


.49 


11 .Savage Island Part £ 


17,99 


St r a 1 0 s 


25 


. ^ 9 


12. Golden Voyage 


17 + 9? 


Sunday Coif 


ID 


.99 


Hint Book 


4,99 


3-E Tic Ta: Tqe 


1 0 


.99 


Baste Routines 


17-99 


Tutti Fruttl 


'17 


.99 


BUf Iff 


21 -99 


Treasure Quest 


ID 


.99 


Comnt) a t 


35.99 


Var 


17 


.99 


Curse of Crowley Manor 


17-99 








C.R.I. S. 


179.99 


SCOTT ADAHS GRAPHIC ADVENTURES 






Dlskey . 


35*99 


Saga 1 Adventureland 


28 


.99 


Earthquake San Francisco 1906 


17*99 


Saga 2 Pirate Adventure 


26 


. 99 


Escape From Train 


17. 99 


Saga 3 Hi«si r.n i rr. p 0 * r. : t 1 e 


2Z 


. 99 



To: CALISTO COMPUTERS LTD, 115 JOHN BRIGHT STREET, BIRMINGHAM 
PLEASE ACCEPT MY ORDER FOR THE FOLLOWING PROGRAMS;- 

1. r ,.. 

2 r „ r *.'„., 

3 

Cheque Ho for £ , enclosed 

Pleas* d*tnf my credit card ACCES&.V1SA No 

Phone ord*n w oleoma on 021 632 S iflfied , , 



Calisto Computers Lid. 



D*«jitch to 
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demonstration of artifacting In Graphics 0 and a 
full-blown demonstration of combining 
characters in Antic 4 or 5 to produce space 
invaders, animals or little men. Even if you 
never design a character set of your own, 
Magic Window is worth the money just to be 
able to include one of its ready defined sets in 
your own program* 

I picked this up out of curiosity and have 
ended up writing games which I would not 
have attempted before. It really is that easy to 
use that anyone who can write simple 
programs can have a whole new programming 
world opened up to them. Another one highly 
recommended at a very reasonable price. 

VENUS VOYAGER 1 6K CASS 

ENGLISH SOFTWARE CO. 
1 PLAYER 

Venus Voyager is a space navigation and 
rescue game in which you have to navigate 
your spacecraft down fissures in the planet's 
surface in order to rescue six men who are 
stranded in underground caverns. The screen 
display uses display list interrupts to give 
graduated bands of colour which gives a nice 
effect but the graphics of the fissures are a bit 
blocky. There are a good number of hazards 
about including space mines, power stations 
and an orbiting supply ship which often gets in 
the way. 

The game seems simple enough but is in fact 
very difficult to play. You control your craft by 
moving the joystick left or right and by pressing 
the fire button to apply thrust to slow down 
your descent. Gravity has quite a strong effect 
on this planet The problems come in trying to 
get down the fissures for the spacecraft seems 
to float about a little too freely. There is only 
just enough room in the fissures to navigate 
and they all have little twists and turns, If you 
do manage to get to the bottom of a fissure, the 
screen changes to give you an enlarged view of 
the lower part of the cavern with your stranded 
compatriots in an underground bunker. There 
are a couple of landing pad protectors floating 
about but these do not give too much trouble. 
The landing pad however is only just big 



enough for your craft and you must land at the 
right speed as well as squeeze onto the pad. If 
you land, the man to be rescued will come to 
your craft and wave goodbye to enable you to 
start another rescue. Do this six times in all and 
you will progress to the next level although 
goodness knows how difficult that is. 

As well as navigating problems, you have to 
keep an eye on your fuel and either dock with 
the supply ship or land on a pad to refuel. 
Again, watch your speed — it must be precise. 
With all of the hazards and the difficulty in 
precisely controlling your craft, Venus Voyager 
is a very difficult game to play and this has 
been confirmed by someone who has scored 
over 3 million on Defender! Try it if you dare. 



Listing Conventions 

From this issue the program listings have a 
different format making them hopefully easier to 
follow. 

As far as possible, the listings will be 38 
characters wide to allow you to match up to the 
screen, but where control characters are 
explained in a line this will not be possible. 

Three types of characters are difficult to 
reproduce in a listing — Inverse, Control and 
Inverse Control. 

INVERSE — all characters to be typed in inverse 
are underlined, 

CONTROL — characters which require the CTRL 
key to be pressed are shown in square brackets 
[ ]. Press CTRL and the key shown in the 
bracket. Characters which require the ESC key to 
be pressed first will show ESC, CTRL followed by 
a word or words to describe the key to be 
pressed. You may have to refer to your Basic 
Reference Manual if you do not understand 
some of the keys. 

INVERSE CONTROL— characters will be shown 
in pointed brackets <>* Follow the instructions 
for control characters but press the Atari key 
first. 

The listings should be typed as accurately as 
possible and MUST be typed exactly if TYPO is 
used to check them. 



All programs featured in PAGE 6 will run in 16K 
unless otherwise stated. 
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First Steps 

Les Ellingham 



No-one sent in any suggestions for 
improving John Dimmer's program in issue 4 
and I can therefore only assume that readers of 
this column are either not advanced enough to 
attempt changes in programs or else nobody 
reads the column because it is too basic 
(pardon the pun). Unless readers really do want 
a column on hints and tips when first starting 
and show it by writing in , this may be the last 
First Steps. 

As nobody else was brave enough, I will see 
if I can find any areas for improvement in 
John's program. Firstly though let's look at the 
good points of the program. 

Any program should have some sort of 
introduction to show that something is 
happening once you hit return. With short 
programs this may not be too important, but 
once you get to writing programs which require 
a lot of initialisation, there may be quite a wait 
with a blank screen before the user realises that 
the program is actually running. Not so good. 
John's program has a title and line 9 is an 
excellent idea as, whilst the words are not 
strictly true (i.e. the main program is not 
actually loading), the user is expecting to wait a 
short while. Further on, line 75 opens the 
keyboard for getting characters without 
pressing RETURN. This can be important for 
non-computerists, for if they are asked to press 
a key, why should they think of pressing 
another key as well? Write your programs with 
others in mind. Redefining the character set 
was a brave step in a simple program but is 
well worth trying. The £ sign produced is 
perhaps too large though— try using DATA 
0,62,54,48,120,54,126,0. 

The main limitation in the program is in 
actually defining fixed categories within the 
program code which requires you to actually 
change the code if you want different 
categories. There is an advantage in that you 
can CSAVE the program without learning about 
printing strings etc. to tape and you do not have 
to know about string manipulation, There is a 
better way though of including the categories 



without resorting to string storage and that is to 
use READ and DATA. If you also place the 
figures for each category in an array, changing 
the categories would require only changes in 
one or two lines- Take lines 83-90 and try this. 
Change line 61 to 

61 DIM C$(32) ,W(59) ,A$<20> ,J(8) :FDR 1= 
1 TO 8:J(I)^e:NEXT I 

and then replace lines 83-90 with the following 

33 RESTORE 98: FOR J=J TO 8: READ A*sPQS 
ITION 2,J+5:? APPOSITION 27,J+5;? " ! " 
;JCJ) : NEXT J 

90 DATA MORTGAGE REPAYMENTS .ENDOWMENT 
INSURANCE, LOCAL RATES, BANK PERSONAL L0 
AN, y I DEO HI RE P TU HIRE 

91 DATA HIRE PURCHASE LOAN P MI3C£LLANE0 

US 

You will of course need to put the appropriate 
figures in the array J and this can be done by 
altering lines 102 to 110. There is an easy way 
to eliminate all those IF . . , THEN statements as 
follows 

102 GET #4 ? Z:CAT=Z™44 

183 ? CHR*<2) ; - = !";: INPUT SUM: J (CAT) 

=SUM 

Note that 9 program fines have been reduced 
to two lines and only three variables are used 
instead of 9, Note also the introduction of more 
meaningful variable names which help to make 
the program more readable and easier to 
remember. Finally change line 125 to 

125 FOR 1=1 TO 8:M=M+ J( I) :NEXT I 

Note that there is no error checking in the 
program so that if you press the wrong key you 
will get an error 

By using an array like this, it is very easy to 
add further categories simply by increasing the 
size of the array. 

There you have a few possible changes, but 
there are many more that could be made. I 
hope though that these few examples have 
given you just a bit more insight into 
programming. • 




presents 

UP, UP AND AWAY 

A 16k MACHINE CODE GAME FOR THE ATARI FAMILY 

£1 4.95 

(DISK OR CASSETTE) 

"Incorporating just the right blend of humour, skill, graphics and 
sound— quite likely to start a trend towards less violent, high quality 

graphic games." personal computer news 

"When you are tired of Star Raiders, Space Invaders and Pacmen, 
why not get quietly frustrated with Up, Up and Away?" 

PERSONAL COMPUTER GAMES 

"Graphically superb— this game shows that there are in Britain at 
last programmers capable of producing the goods for the Atari/' 

PAGE 6 INTERNATIONAL 

'Among the best graphics seen. The five skill levels should provide a 

long lasting challenge." 



HOME COMPUTING WEEKLY 



Coming shortly . . . 

SAVAGE POND 

A truly remarkable depiction of life cycles in a freshwater environment. A 
semi-educational programme with high resolution graphics, crammed 

with thrills, spills and excitement. 

also 

SENTINEL 

Stand fast over the plains and mountains of our beloved Earth, as 
we guard our planet against the awesome might of the Sirian 
invaders. Computer warfare at it's most savage brilliance. 

ASK YOUR LOCAL DEALER 

If in difficulty telephone 051-487 0808 

Ring black Limited, 2 El worthy Avenue, Knowsley, Merseyside, L26 7AA 
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Colour Selector 



Les Ellingham 

One of the simplest ways to achieve a 
professional polish to your programs is to use 
colour effectively. Even the simplest of 
programs in Graphics 1 or 2 can be made to 
look special by carefully choosing the colours 
of the text. Remember, in these modes you can 
have five colours including background on the 
screen without resorting to fancy tricks— just 
use upper and lower case and inverse. 

Various books and manuals have charts of 
SETCOLOR values and some even have printed 
colour charts, but no printed page can convey 
the full range of Atari's 256 colours, particularly 
as the colours can look different depending on 
the background and will vary from television to 
television. The usual way to achieve the right 
balance is to experiment and change colours 
one by one until the desired result is obtained. 
As this can be a long process, I decided to write 
a short Utility which would take away the 
guesswork and show colours in close relation 
to each other as well as providing all the 
important SETCOLOR and POKE values. The 
result is Colour Selector, 

The utility itself is very easy to use, just 
choose a Setcolor statement by pressing keys 
0-4 and a marker will indicate which statement 
you will be changing. Press the right and left 
arrow keys to cycle up and down through the 
colours available. To change to another 
register, press SELECT and choose again. 
When you have achieved the balance you 
require, note down the SETCOLOR or POKE 
values to use in your own programs* 

The program, although relatively simple, is 
interesting in that it introduces both the 
concepts of custom display lists and display list 
interrupts. Lines 1000-1050 set up a display list 
which comprises three lines of Graphics 0 
followed by two blank lines, four lines of 
Graphics 1, two blank lines, four lines of 
Graphics 2, two blank lines, one line of 
Graphics 0 followed by two more blank lines, 
five lines of Graphics 0, two blank lines and 
finally two lines of Graphics 0, This may sound 
quite complicated but all the information to 
build this display list is in line 1030 and the 
whole display list routine only takes five 
program lines. The introduction of blank lines 



in the display gives a very pleasing effect and 
also helps to balance out the display list to the 
required 192 scan lines and assists in 
overcoming a small problem in the display list 
interrupt which does not always give a clean 
separation of colours when the keyboard is in 
use. 

Now, display lists are one thing but Display 
List Interrupts are an entirely different 
proposition. Altering the display list itself is 
easily accomplished from Basic but Interrupts 
require the use of machine language and my 
understanding of machine language is about as 
deep as the average man's knowledge of 
nuclear physics! What I required was a way to 
keep the bottom half of the screen the same 
colour irrespective of what was being done to 
the registers which would normally control the 
background and text. Without this there would 
be problems in reading the information when 
the colours were changed. I remembered a 
routine in De Re Atari which does just this and 
duly typed it in. There was just one small 
problem, the routine on page 5-3 ofDe Re Atari 
does not work! Experimentation, they say r is 
the secret of learning programming techniques 
and after a few hours I had some small 
understanding of the routine, despite starting 
from absolute scratch. I can now proudly 
present in lines 1110-1130, a corrected version 
of a routine from De Re Atari! 

To enable display list interrupts you must add 
128 to the line before the one you wish to 
change, which is why in line 1030 a 135 follows 
the three 7's. Try changing this back to 7 and 
adding 128 to another number and see what 
happens. I won't explain the machine language 
routine (I can't!) but if you want to change the 
colour of the bottom half of the screen, just 
change the figure 18 in line 1 120 to change the 
background and the figure 14 to change the 
text. The numbers to use are the same as you 
would use to POKE a colour register 

That's it then — Colour Selector— a simple 
utility which ended up teaching me quite a lot 
about display lists. Don't be afraid to 
experiment, you may surprise yourself. I would 
never have dreamed of presenting a correction 
to De Re Atari. What next? ► 
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1 rem mmmmmmmmmmi 

2 REN- S COLOUR SELECTOR X 

3 REM I bf i 
4ABI I LesEJlinghan 1 
5 801 * Fir*t published irr PAGE 6 3 

4 REH * August 1993 * 

7 rem mammHm*(*meMMHa 

3 REM 

IB OPEN IMjG^iCOLfcH 

28 60SUB ie88:P0KE 752, 1 

38 FOR SETCOLR=8 TO 4:CQLR=PEEK{?884SE 

TCOLR):GOSUB 588:t£XT SETCOLR 

40 gosub m 

f9 m mm loop for colour change * 

118 IF PEEK<5327?)-5 TH&I BQSUB 688 
116 IF PEEK( 764)06 AND PE£K(764K>7 T 
HEN 148 

126 IF PEEK<?64>=7 ttD PEEK<?53>=3 TIE 
N CfJLR=COLR+l:IF C0LR>255 THEN CGLFM5 
5 

136 IF PEEK(?64)=6 m PEEK<753)=3 THE 
N COLR=COLR-hIF C!XR<8 THEN COLR^ 
146 POKE 7B8+S£TC0LR f CaR 
158 GOSUB 580 
166 POKE 764,255s60T0 188 
499 REH I SUBROUTINE TO UPDATE E 
3f SETCOLGR AND POKE VALUES X 
568 rt=INTXCQLR/16) sL=C0LR-HS I6:P=CQLR 
516 OH SETCOLR* 1 6010 528,538,548,558, 
566 

528 POSITION 5,?:? 'SETCOLQR 6 f *;H;- 
;L;" ■ POSITION 24,?:? "POKE 768," ;P 

, !GQfT0 578 
538 POSITION 5,16?? 'SETCQLOR l,";Hj' r 
■jLj 1 ^POSITION 24,16:? "POKE 769,' 



jP; 1 ' :GOT0 578 

546 POSITION 5,11?? * SETCOLGR 2, , jHj - f 
■;L;' 'sPOSITION 24,11:? 'POKE 716,* 
;P 5 * *:6OT0 S7B 

553 POSITION 5,12:? * SETTLOR 3 f W, 
'jLs' "sPOSITION 24,12:? "POKE 711/ 
\9f ":GGTO 578 

566 POSITION 5,13j? 'SETCQLOR VWi 
'jL;' "iPOSITION 24,13;? "POKE 712,' 
;P;' "iGGTD 576 
576 RETURN 

599 REM I SELECT NEXT SET COLOR * 

666 FOR DEL=9 TO 13:PtJSlTIQN 3, DEL:? 1 

■iNEXT DEL 
618 POSITION 5,14:? 1 WHICH SFTCQLC 
k (8-4) ? * ; 
615 POSITION 5, IS:? CHRSCIW 
626 FCKE 764,255;GCT il,K3EY:IF KEY(48 
OR KEY>52 THEN 626 
625 KEY=KEY-48iSETC0LR=KEY 
639 CQU^PEEK(788+SETCQLR> 
635 POSITION 3,?*SETCQLR:? '^'sREM -> 

IN INVERSE 
646 FOR D=l TO 168;NEXT D 
645 POSITION 5,14s? "PRESS SELECT TO C 
HQOSE SETCOLOR'iREM SELECT IN irWEftSE 
656 POSITION 5,15:? "PRESS B jCHR*<27); 
CfflMlH); 1 OR ^CHR*<27)iCHR*U59); p 
TO C1¥*IG£ COLOUR 1 
666 mm 

999 m * ALTEH DISPLAY LIST S 
1668 GRAPHICS 81POKE 559,1 
1816 DL=P££K£568)+256)fPEEK(561) 
1828 FOR 1=6 TO 23:REA0 A: POKE DL+I,A: 
NEXT I 



m DATA 2,2,2,16,6,6,6,6,7,7,7,135,1 

6,2,16,2,2,2,2,2,16,2,2 

1648 POKE DL+29,65 

1658 POKE DL+36,PEEK(56B>!P0KE 0L+31,P 

tmui) 

169? REM I LOAD DISPLAY LIST )f 
* INTERRUPT ROUTINE * 
1118 FOR 1=1536 TO 1555:READ A:PEKE I, 
A:NEXT I 

1128 DATA 72,138,72,169,18,162,14,141, 
18,212,141,24,288,142,23,298,114,176,1 
34,64 

1138 POKE 512,8 iPGKE 5 13,6: POKE 54296, 
192 

1199 m i PUT UP DISPLAY CHARACTERS - 

NOTE UNDERLINED LETTERS IN IHUERSE 3f 

1268 POSITION 12,8:7 ' DOLOUR SELECTOR 
■ 

1216 POSITION 2,2:? '/^ aaaaaa 
AAAAAA aaaaaa " 

1226 ? 'iVm a?aaaa ^ « 
am ' 

1236 POSITION 1,4 j? ■ 

AAA aaa AAA aaa* 

1248 POSITION 1, 5s? 'm aaa AAA aaa 
■ 

1256 POSITION 1,4:? 1 

AAA aaa AAA aaa 1 

12d8 POSITION 1,7:? 'iWt aaa m aaa 
■ 

1278 POSITION 3,8:? 'CAPS l/case I 

W CAPS invj/cas** 

1288 POKE 55?,34:RETURN ■ 



Line Lister 

L. A. Lawson, Suffolk 

This short addition to any program will 
enable the user to check for typing errors and to 
correct any errors found. 

After you have typed in your program listing, 
add the following lines: 

32569 FDR 1=9 TO 5696 

32519 ? CHR$C125) sLIST I 

32529 IF PEEK<84)-2 THEN NEXT I 

32539 POKE 764,255 

32546 IF PEEK<764)=255 THEN 32540 

32559 NEXT I 

The 9999 in line 32500 should be replaced 
with the highest line number of the program 
you wish to be checked. Start off by typing 
GOTO 32500 and the first line of your program 
will be displayed on an otherwise clear screen. 
For each subsequent line, just hit the space bar. 



If a typing error is found, hit the 'BREAK' key 
and make the correction in the usual way. To 
resume checking, type l=xxxx, where xxxx is 
the number of the line just corrected. 

Remember to delete lines 32500 to 32550 
before saving your program to tape or disk, m 



A SHORT ONE 

19 GRAPHICS 23 

15 FOR X=l TO 47: FOR Y=l TO 47 
13 COLOR RND<9>*5 

39 PLOT 89+X,48+Y:PLOT 89+Y ,48+X : PLOT 
O0+X,48-Y:PLOT S9+Y,4B-X:PLQT 89-X,48+ 
Y:PL0T B9-Y,48+X:PL0T 86-X,48+Y 

35 PLOT 39-Y,48-XfPLOT 89-X,48-Y 

36 NEXT YtNEXT X 
4B GOTO 15 
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BEGINNERS BASIC COURSES 

Mike Aston's Basic Course will be starting 
again around about the second meeting in 
September and if you did not attend the 
previous course make sure that you get along 
to this one if you want to make a start on 
writing your own programs. The course is 
aimed at the absolute novice so don't stay 
away thinking you are not clever enough. There 
will be something like seven talks altogether 
beginning with an understanding of the Basic 
commands and building up to more complex 
applications. If you have a little knowledge of 
Basic, why not sit in on the later talks? 

FUTURE TALKS 

If you have a reasonable knowledge about a 
particular subject and perhaps can write a few 
demonstration programs why not consider 
giving a talk at a future meeting? It may seem 
daunting but remember that many of the Club 
members would like to see and hear practical 
demonstrations of many of the things they read 
in the magazines. Perhaps Display Lists, Player- 
Missiles, Game Design, Sound Effects are your 
forte? Whatever, other Club members would 
like to hear from you. Please have a word with 
Mike Aston at the next meeting to organise a 
little talk. We seem to have run a little short of 
ideas over the summer, YOU can help. 

MODEMS 

Does any member have a Modem? We would 
be interested in discussing future projects 
involving communication and again please see 
Mike Aston in the first instance if you are 
interested. There are several GPO engineers in 
the membership who could no doubt give 
some good technical advice. How about it? 

SOFTWARE LIBRARY 
This report from Steve Gould: 

Having now dropped my position as 
Treasurer, I can devote all my attention to the 
Software Library and second-hand software 
board. 

I must say that both of these have been very 
successful, more so than I imagined. We now 
have approx. 80 items in the Library with new 



programs/books arriving every meeting. Latest 
additions include Zaxxon, Defender and Miner 
2049er which have all been graciously donated 
by members as their 'membership fee' of the 
Library or purchased from funds generated at 
the meetings. All programs are only purchased 
for the scheme as unwanted software from 
members as we do not wish to offend retailers 
who provide members with generous 
discounts. 

For the benefit of any Club members who are 
not members of the Library, the rules are quite 
simple. A Club member may join the Library by 
donating a program or paying a once only fee 
of £5.00. Thereafter, cassettes or disks can be 
hired for £1.50 per 2 week period with a 
maximum loan of 1 month. ROMs are £2.00 for 
2 weeks and books SOp. If you have not joined 
why not do so, but remember you must be a 
Club Member. 

The second-hand software board is working 
very well and most programs don't stay 
'pinned up' for long. Such bargains as Star 
Raiders for £10.00 and Jumbo Jet Pilot for 
£15.00 have been seen in recent weeks. We 
don't charge for this scheme, it's simply 
another service for members* 

As far as the Software Library is concerned 
there is enthusiasm amongst the members, it 
just needs the right spark to light the fire. 

Signing off for now — see you all at the next 
meeting. 

Steve Gould. 

PLEASE NOTE THAT AT PRESENT THE 
L18RARY FACiUTfES ARE ONLY AVAILABLE TO 
MEMBERS WHO ATTEND CLUB MEETINGS. 

TECHNICAL LIBRARY 

The Club has almost all of the technical 
reference books for the Atari which are 
available for members' consultation. Please see 
Colin Boswell who can also supply you with" 
disks at a very reasonable cost. 

SHARE IT WITH OTHERS — THAT'S WHAT THE 
CLUB IS ALL ABOUT. 




Your dedicated Atari dealer 
that by specialisation 
does offer the best 
in service by- 
and ex elusive I y 
for- Atari 
enthusiasts. 

Visit Your 



In the 
West Midlands? 




Hardware Software- Peripherals 

Special Direct imports. 
The fullest range of Atari specific 
publications.! Including early receipt 

by air mail shipments at 
Antic. Analog, Compute and Softside. 

4frfi/CHECK THIS FOR RH OFFER... 



=Home Emeriainment-: 



Software Courier 



The mail order service, that aims to &erve 

you as well as if you were to 
call at the Center, Were here Mon-Sat 
f -J ]>'.! 6 '."'Jp.tn even la;er or: the phone 
-Ring us and set; 
021-643 9100 Of ta-nte 
FREEPOST 212-213 Broad Street. 
Birmingham Bl ? 1BR 



THE FILING CLERK 

tom Hi.mc&icrt.imw e w. operate tiling 

The Filing CleAB 1 ^^ ^ RAM is 
system for use on voui Awoa^W he esterit 
riqui^d ^t the s pwgpm « ^.formation is . 
otlvailable memorv up tc iro nitor .Theres 
^ly displ»^ ™ your ^rm^ ttesthat 

no limit to the num ber of uses! 

i ^^Se^tupwithcateg^to 

the most popular 'use. ^EIATtC NOTES 

Sf&%£" software catalogues * Library 

records . statistics * 

* ] lome inventory + Hooey 
Collectors records ^ ^ lo 

Information can be SWMbo 

5& appointments dtary* Birthday/ 
' ^taSfncetcrds^udgeting 

records information: 
Lota Of uses tor stormy ^ ting reS ulis 
» Diet sheets and recipes * bporimg 

An invaluable aid! lded for you 



SUPER CATALOG . ^ 



^ prograJTk^^^ 



OS 
CASSETTt 

cTsoirware i QT 

vouT Aun irorn — 

Sttfts^Couner Order Service 

SolwareCouner .= the Ma^rd« fceMer 

tom your Home ^»*£ESd2 £ products, we 
Dedicated to ^f 1 ^!?™ tots, to serve you. 

« e "c* SP ^ XlSfirfomatron to the 
The Super Catalog IBS *™ d 
screen. You can dfedtfar^ liu* iteH]S 

SaSSwSS Choose wthma 
price range as required, software 

. P 16K Version cassette or 
1 that wtU operate ^ithm worn ^ 

I 48K Version tht :^/ a 5^ lsk; 300+ Items. 

publication date but are subject to 
thereafter. 



Special Introductory Offer for Alari Users: 
To introduce Software Courier Mail order Service 
"and gain you as a future customer* we want you 
to buy our Super Catalog on cassette lor just £4.93 
-its on Cassette Side A. We shall then give you for 
KR HE 'on side B- our superb Cassette Data Base 
Programme The Filing Clerk -great value at 
£ 14.95: 'INVALUABLE FOR FREEUOf course, il 
you wish, just send tor our regular Software 
Courier listings publication. 



Home JL a 
Entertainment *W 

mm CENTER 



212-213 Broad Street, Birmingham BIS 1AY 021-641 9100 



MMWMtr *—i injnr *Hr--td Mb|«i m All prxH viiut,K[ u ihi,. ( ,.iw,ri win 

Home Emeruinrtierit Ltd, is an independent dealer m Acari and jusooitctf prcducu. ^un. 
Auri 400 and Atari 900 arc nsjiu^nprj r.r*temirks of A«r| hiematKjrvJ lUI^ (nt. 



r Please send by return your Special Introductory otter: 
Your Super Catalog Cassette □ 16K Version 0-I8K Version 
□ ■ enclose cheque/postal orders to the value of £4*95 or 

LJ Charge my Access/Barclay/ Ames/Diners Card No. 

I — I Please send rnr. vour regular Software Courier listings 
NAME 



n 



ADDRESS 



I 

Send en Home limerciinmcnt SOFTWARE COURIER 

L FREEPOST 215-213 Broad Street. Birmingham B15 IBR 
Or phone your instructions to 021-643 9100 



NYPERBLA5T 16« by Jr^nGnerlty 

Simply the best arcade-action game ever 
written in 16K! Defend your Atari against 10 waves 
of the most awesome creatures ever to inhabit your 
TV screen! 




JET BOOT JACK 1GK by Jon WPwns 

You are our intrepid hero, jetting along, Infested 
caverns, climbing moving elevators and more .rmuch 
morel Ten screens to conquer, you'll need the uvHI to 
survive. 




tJlELZi ^r*ma 

VEHtJ5UO¥A<5ER £ 16K by Christopher &anW 

Multiple screen lander simulation' choose your 
sites, avoid all the hazards and rescue vow stranded 
comrades. 
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^EnOtl Ft AID 32K by JetmBritttav 

Super speed superb graphics! John's first Atari 
classic! Use your scout ship to attack, sfocft with the 
drone and re-energLsei its you us.The Kenons, 
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MARATHOfl * MATHS FOR FUfl lfin by Geoff toswn 

Brilliantly conserved educational games for 
children/adults of all ages-see how GuitWy ¥0U 
can solve the problems and win the race! 

I JUST OOTf JUST OUT! JUST OUT* I 



G T I. Attack L6K Only £6-95 ! 
Word Olympics Steeple JacK 16K 



CAVeRUhUIER 3ZKt*y Martin Cawdey 

Its a leap and a bound through dangerous 
waterfalls, across exploding volcanoes, braving 
stichs and stones after the prizes of a Irfetimef 




KRAZY HOTTER l«H byTFm Huntington 

Fleeing secret agents, enemy ships and 
blasting cannon make Krazy Hooter the wildest 
game you 71 ever play! 

mm 400 & 800 

0W/tt£R5... 

TAKE 

THE ULTIMATE 
5CREEM TEST 

Ga mes to end te you. Games to stretch 

your skills to the limit, and beyond. 
English Software programs wt\\ al ways 
put you to the ultimate test 
But first put us to the test See the quality 

of all our screens for yourself at your 
English Software dealer, 3 nduding leading 
Spectrum shops*- or Order any program 

direct from us, 
You'll fi nd that we'll pass your screen test 
not just oncer out every time! 
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THE POWER Of EtfClTEMEHT 

The English Software Company, 
Bok 45, Manchester M60 1BWL 
TELEPHONE 061-236 7259 



ALL CASSETTE & DISK GAMES J 

£14.95 

CARTRIDGES £29.95^ ^0$^ 



TRADE DISTWBtJTtQtt: CALISTO, CEriTRe SOFT 50FT5EL C.R 

uoMTnme, sof tshof; an 



MEW FOR THE COMMODORE 64 

SUFCnrOMT A .0 Cassette Our chwact€r' generator la to you • 
pc-dcfinr 9-4 shofSc'y ow vim character sets F Ji editing HkMc^ ar>d 
c!uCuiTinIdL«3n.f613S ,r 

SFFmEMftKEfl 64 Cassette De^ori andsawe [>eai/irulmuhicoltxirea 
ii>nt«. *nd uic ttKm in your ou*n programs' Fui editing, raxiHies 
a njjclcicu mentation. £695- 



AER5TRJKE 2 i5K fry stew Ki4ir>g 

The new version with incredible graphics and 
joystick bomb control! English Software's best 
scrolling game ever! 
AIR5TRIKE 1 STILL AWWLABLE 




HREFLEET by Manuel D CabaHero 

Pilot your Space crurser th rough the corridors of 
the unknown -avoiding cannon, forcehelds and- nasty 
little tanks] BEAUTIFUL vertical scrolling graphics! 




CAPTAIN 5TICKT5 TREASURE 16* by Stev* Hiding 

Steve's latest game sends you to the bottom of 
the ocean rn search of lost gold, with only your 
harpoon to help you] 




DIAMONDS 16* by Simon Hunt 

Join the hunt for the Great White Diamond 
through 16 levels to win a real diamond -full details 
of the Diamonds Competition with every copy! 




> v A.C.E., 
r HE ATARI CASSETTE EtlrtATKER 

by Jon IrV^llia^i 
Cassette features include: Names cassette- 
saved programs. Searches and loads named 
program. Displays contents of cassette on 

screen. Verify facility. Lists variables, 
Automatic line numbering. Renumbers any 
bask program quickly. Creates binary files 
on tape-Plus- many, many more features. 
Uses Only 4K of memory martin urn ! £795 



PROGRAMMERS: 
CAM YOU PASS OUR SCREEN TEST? 



We're always on Jthe.loohout for new programmers, tf 
you can i*rork to ttv& Crvglbh Software standard of quality. 
ak v I n'Wri-cl y. f > rrxirh^.vng your proqran - a across 
f urope end the U5Ai Contact us today. 



